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Rev Up! 

With Gremlin's 
Team Suzuki 


Take Off! 
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And Get Down! 

For a First Look at Elf, 
Ocean's Gnome-Grown 
Software 


If There's No Disk Here 
Consult Your Newsagent 
Immediately 
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THE DISK 

Okay, so you 've got the 
magnetic platter - now 
gel it spinning. 

LETTERS 

More readers" musings on 
life, the universe and 
everything (everything to 
do with 16-bit gaming ihat 
is). Plus! Sergeant 
Software continues his 
crusade to bring pleasure 
to the needy - but watch 
out whingers.,, the Sarge 
knows who's fool in' who! 

NEWS 

An add-on tor 
PowGrmonger, what's 
next from Core Design 
and a new Magnetic 
Scrolls triple pack for the 
adventurous among you... 

MNP 

Deep in the nation's 
dungeons, underpaid and 
undernourished 
programmers are (oiling to 
meet merciless deadlines 
on; Ocean's Bf r 
Sensible's WizKid, 
Graftgold's Realms and 
many more. 

COMPETITION 

Fancy yourself as a racing 
driver? Then US Gold 
may have just the thing for 
you in this great Super 
Monaco GP teaser .. 

COMPETITION 

. ..but if you'd raiher 
control your vehicle from 
the outside, then a 
remote-controlled buggy 
could be right up your 
street (alley or dirt 
track...). This thing can- go 
anywhere, and it could go 
where you wani it to, 
thanks to Storm and SWIV. 



PALACE ART MAESTRO Jo Walker gets the Work In ProgreM treatment page 21 
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GRAFTGOLD ENTERS new fluids, 
page 20. 


THE BITMAPS' Gods kicks off trie 
rev taws - page 48. 


YOUR HEALTH 

Are those long nights 
spent in front of your 
monitor doing you damage 
that yoj never dreamed 
of? We get the Iowdown 
on the less healthy side of 
computer gaming. 

ONE ON ONE 

Laurence Scotford visits 
the mysterious world of 
Arthur C Clarke to find 
out what's behind the 
deep thinker's latest 
obsession - the Titanic. 

REVIEW 

The Bitmaps' all-action 
pladorm puzzler, Gods, 
leads the way - closely 
followed by Team Suzuki, 
SWIV, Cybercon Iff and a 
cast of thousands. 

BUDGET 

Yes folks - a new 
section! We delve into the 
ever-expanding world of 
low-cost software to find if 
less can actually mean 
more. 

STRATEGY 

Nam programmer 
Matthew Stibbe begins a 
short series looking at the 
origins and development 
of military strategy, 

DEMOS 

More rumblings from the 
Public Domain, including 
- believe it or not - a 
rendition of TV's Wheel Of 
Fortune, 'Spin That 
Wheel' gameshow fans! 

tips gg 

Help tor the stranded and ** 
aid for the beleaguered in 
Rick Dangerous 2, 
Cadaver, Loom and many, 
many more. 
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THE COVER DISK 



This 

month's 
cover disk 
provides 
yet 

another 
first for 
readers of 
The One - 
a chance to see a preview of a new 
Assembly Line game before the 
publisher has even seen it! 

Basically this is an exercise to see how you like the 
game, so why don't you help out by jotting 
down what you think and send ii in Roto 
Remarks, The One, EMAP Images* Priory Court, 30* 
32 Farringdon Lane, London EClR 3AU. To make it 
worth your while, we're putting up a software prize fur 
til ft best suggestion or comment, sn don't forget to 
indudft your nami;, <hIiIirhs, phone number and 
choice of machine in the letter. 

And so, back to the disk. Rather than prattle on at 
great length about this short but sweet taster, we 
decided that we'd let the game's developer, The 
Assembly Line's |uhn Dale, prattle on instead... 

'Rotoplex came about out of a conversation I had 
shortly after Pipemunin was released; a friend of mine 
was saying that he liked the game, but didn't really see 
why it was widely described as a pu/./Je game, since 
once the basic technique of placing pieces was 
mastered, it was only necessary to learn to do this 
quicker and quicker. 

"What was needed, we speculated, was some sort of 
problem-solving set-up which could be made more 
complex so that more strategy and planning would be 
needed to work (ml what moves to make on the higher 
levels. Rotopivx was an experiment to see whet her that 
kind of problem solving could be made fun to play. 

"Due to our commitments to other pro jects we only 
created a demo version, essentially similar to the one 
you have. Now, instead of developing it up tn 
releasable standard (and because of its cerebral 
nature, it would be risky for a softwarehouse to invest 
a great deal in it) we can use this demo as an 
experiment to see what kind of response unusual 
games of this sort yield." 

GAMEPLAY 

The basic game play technique is to solve a puzzle 
made up of coloured squares. Each puzzle consists of 
several large squares, each one made up of four 
smaller sub-squares , A large sq uare may be rotated so 
that the four smaller sub-squares move around, or 
swapped in position with another square. 

The aim is to arrange the squares so thai all its sub- 
squares match the colour of their adjacent sub- 
squares. A sub-square may be red, green, yellow, blue 
or grey: the colours must match on adjacent edges , but 
grey may be matched with any colour. 


SCORING 

In this demo, 
points are 
awarded at the 
end of each 
level as 
follows: 1(1 
points for 
every 
remaining 
second and 100 
points for 
every unused 
move. 
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ROTOPLEX 

THE CONTROLS 

The joystick (nr cursor keys) moves a cursor around 
the pieces. Holding down the fire button (or left-ALT 
on the keyboard] in conjunction with one of the 
di ret: t ions allows moves to be made as follows: 
LKhT to rotate a piece left, 
KKiHT to rotate a piece right, 

UP to mark a piece as being the first of a pair to be 
swapped, 

UP (again) to swap a marked piece with the current 

cursor position, and finally 

DOWN to cancel a mark. 

Other keys used are: 

P Pause 

R Resume 

ESC Abort game 

THE PREVIEW 

Your exclusive cover disk contains a simple demo 
version of the puzzle. There are three levels of 
increasing difficulty, each of which is constructed in a 
solved position and then jumbled up. the degree of 
jumhling and the size of the puzzle increases on levels 
two and three. 

The first level is very easy, hut If: vols two and three 
are rather more tricky. The huge jump in difficulty on 
this preview has occurred because in the final version 
a player would need to solve a number of gradually 
more difficult levels to become familiar with the skills 
needed to solve the puzzles, Jumping from level one to 
level three here is a big jump in complexity. 

The 'moves' indicator in the panel starts off with a 
number of swaps/ rotates used to jumble up the level, 
plusa safety rnarginlnallow for mistakes. Every swap/ 
rotate performed decreased this indicator by one. 

In addition, each level is limed. Tflhe timer reaches 
zero before the Level is solved, then the game is over. 
Tosolvea level, it's important to look for pieces which 
cannot match with any other piece and place them on 
outside edges of the board, where they do not have to 
match anything. 


THE FULL PROGRAM 

The enclosed demo disk is only intended to show the technique of solving 
a puzzle. It's planned that the finished version (40 levels of which are 
already complete) will contain the following additions... 

1 . A romp liter opponent. Instead of a timer, each screen will show every 
puzzle twice: once on the left and once on the right. The computer will 
solve one puzzle at the same time as the player is solving another. To win 
the level, the player must finish ahead of the computer. The computer 
player's 1Q' can be adjusted: either by the user as a game parameter, or 
automatically incrementing through the levels to increase the difficulty. 
This affects the computer's speed of solving antl the number of wrong 
moves it makes. 

2. Detailed performance statistics stored on the disk for each level : these 
will include best time, number of moves antl the margin which the 
computer was beaten by. There will he a scrolling display showing the 
statistics for all levels. 

3. A two- player mode, where players compete to solve puzzles first. 

4. A demo mode, where the computer solves puzzles to order. 

5. A replay of a level to show where the player has gone wrong, 


LOADING 
AMIGA AND 
ATARI ST 

Loading your - 
fUitophx preview 
couldn't be 
easier. Simply 
iciK-iM t I In: disk 
into the internal 
disk drive and 
turn en the 
power. The 
Rotoplex preview 
will now load 
and run auto- 
matically. 
Note: This disk is 
not designed to 
be used with 
IBM in- 
compatible com- 
puters. 

LOADING 
PROBLEMS 

Should you find 
that the Hotoplex 
preview will not 
load, remove all 
extraneous exter- 
nal peripherals 
(printers, extra 
disk drives and 
scj on) arid try 
again. IF the disk 
still r«if lijh-h-s In 
In. id, lti«n it's 
probably faulty - 
in which can.., 

FAULTY 
DISKS 

[f you find that 
your Rotoplex 
preview disk 
refuses la load 
(or is in any 
other way 
faulty}* simply 
pop it into a jiffy 
hag or padded 
envelope and 
send it, along 
with your full 
name and add- 
ress, to: The One 
KolAptav Rep- 
lacements. PC 
Wise., Unit a, 
Merthyr Indust- 
rial Park, Peot- 
rehath, Merthyr 
Tydfil, Mid- 
Glamorgan, 
t:ymru CF48 
4 DM. Please 
allow m days fur 
a new disk to 
aniveu 


CLASSIC ARCADE ACTION IN A LAND OF MYTH AND MAGIC 


In rhe hc-ginning tlutv wa^ 'Druid", hailed a^ > mileMtmi- 
game at the time of its release. Then came 'Enlighten- 
mem 1 , and now there's Warlock ihu mvTtgcr, rhe third 
ii iic- in ;i t la^ic scries. Designed by Dene Carter* 
Warlock the avenger takes the player yet deeper into the dan- 
gerous world of Belorn, where the evil lord Acamantot 
has returned to hold the land in his grasp. Strive to re 
awaken your ancient spells and find your Wiiy through 
eight trap-strewn dungeons, overcoming unknown 
obstacles, locating secret passage- ways and keeping 





i,. ■• m-r*- 


Acarrum tor's monstrous minions at hay, Your task is to find 
and destroy the evil power, Only hy unleashing the 
arcane power ot Chaos can final victory he yours. 

• two games in one, you get the original Dth4J game, iou luded free. 

use elemental forces to cast the most effective spell* 

* create ( luteins arid work together in the iwn pLnvi game 

• avoid gigantic fire-spitting skulls and 
Aeumantcn-'s teeming army of monsters 

Atari ST & STE £24.99 

AMIGA £24.99 

Commodore 064 disk £ 1 5 .99 

Commodore C64 £10.99 
casserte 

=n Pistrihuied by USOoy Limited TekphofK 02 1 MS i 
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VIRUS EDUCATION 


Dear The One, 

Viruses are a real threai to all computer owners, bul especially to new users It s these 
people who are most at risk they aren't ignorant, they just don't know how to gel nd of 
forpravent) this problem. People usually only discover that a virus has struck when half 
of their disk collection is mysteriously wiped. 

Therefore I suggest that Ihe hardware manufacturers themselves help oul these new 
operators A virus killer of some sort should be includedwith software bundles. Anyone 
who buys a computer will then be able to get into the habit of checking their disk 
collection right from the start. 

fail ing all this, there are other safety precautions wh ich can prevent viruses . One is to 
wcite-protect each disk (so the lab is removed lo show the hole) as no virus can 
overcome this. Another is to turn off your computer for at least 30 seconds before 
loading each new disk (instead ol doing a 'warm' boot-up) 
Sluart Hardy, 
Wales, 
Sheffield 

Good idea Stuart! Sadly, viruses have become a fact of computer lite (and ait because 
some thoughtless idiots have nothing better to do than to prove to each other how 
clever they are}, so it would be a good thing to inspire new users to take precautions 
nght form the start. so r for an idea that 's beautiful in its simplicity, you win this month s 
Star Letter prize of £100 worth oi (virus-tree) software. 


MOAN, GROAN 
AND SHOUT 

Dear The One, 

I'm writing to you about something which 
nearly everyone who owns a computer has 
been in possession of in some stage of 
their lives pirated software. 

Now, I'm not one to moan, groan and 
shout at people *ho illegally copy and sell 
pirated software - because these people 
haven't got the brains Ihey were born with. 
Not only is it against the law to copy 
software, but it loses software companies 
millions of pounds each year, which in turn 
puts up the price of computer software, 

The only way we can hopefully try to get 
the price of software down is by stopping 
piracy. I know it's a very tall order, but 
nothing is impossible. One way all you 
people out there reading this can help is by 
not buying pirated software, (hat would be 
a start. 

Philip Abraham 
GiNJngham, 
Kent . 

Qcjtfe right Philip. You may be interested to 
kno w that piracy is becoming such a huge 
problem in this business that some of the 
bigger developers are considering put- 
ting their efforts into producing cartnefge- 
based console software which cannot be 
easily copied. So just remember those of 
you who own pirated games, when you 
suddenly find that there are no new Kick 
Offs or Powermongers tor you to get stuck 
into - you've got no-one to blame but 
yourself. 

COMPUTER 
CONSOLE-ATION 

Dear The One. 

Can I please give a warning lo potential 
buyers of these new games consoles. 

I recently bought a Sega MegaDnve 
because I felt thai Ihe software on the 
Amiga wasn't quite what I wanted ■ while 
MegaDrive games appea red to be greal in 
all departments. 


Most of my expectations were fulfilled, 
but I noticed one Ihing about the gameplay 
- most of these games are very easy to 
complete. 

True, there are some greal Mega Drive 
games available, such as fleyerroe Of 
Shinobi, Mickey Mouse and Strider 
[which I don't think will ever be malchedon 
the Amiga, unless Ihe software becomes 
cartridge-based). These games had me 
glued to Ihe telly, but I usually either gol to 
the last level or finished Ihem within Ihree 
days. 

I'm glad thai I kept my Amiga, as it does 
have some brilliant games on it. such as 
Kick Oft 2 (and now Final Whistle, which I 
rate highly) and Dungeon Master (and 
Chaos Strikes Back, which is also great) 
So, unlike some of my friends who sold 
their Amigas lo buy consoles, I SUN have 
some long-lasting games which I come 
back to time and time again. 

The MegaDnve is okay, but il won't give 
you much more than what you already 
have - and possibly even less gameplay. 
So don't sell oft your computer stuff to get 
one, save up and you'll have lha bast of 
both worldS- 

Maybe Ihe situation will change with the 
MegaDnve, as I hear that Dungeon Master 
and Kick Off 2 a re both coming out for it, but 
I would wait before you put all your eggs in 
one basket, as you could feel a little 
cheated. 
Mark Watson, 
Preston, 
Lanes, 

GREAT 
IRRITATION 

Dear The One. 

I want to congratulate you on a very 
interesting and entertaining magazine, but 
t here is one aspect of it that irritates me. It' s 
how soon you pnnt cheats and tips after a 
game is released 

For example, in Issue 25 you reviewed 
Rick Dangerous 2, while in Issue 26 you 
began a lull solution for it (a similar 
situation happened with Dragon's Lair 2; 
Time Warp). I hatelo pay £25 lor a game, 
only to discover a solution to it almost 


immediately. 

Some people would say not to look atthe 
solution, bul if you're stuck m the game it is 
hard to resist a peek. So please, please 
delay your solutions for a while! 
Kevin Fernando, 
Stirling, 
Scotland. 

You've gottobe kidding! Don't blame us if 
you haven t gol the willpower to stay away 
from a solution until you're well and truly 
stuck. Honestly... you can't win with some 
people, 

GREAT 

INNOVATION 

Dear The One, 

I have invented a data storage device a bit 
like a floppy disk, but which can store much 
more data {and at a faster rate). However, I 
don't know any addresses ol corn pan ies to 
send the plans to, 
Robert Coare, 
□agenham, 


A data storage device that's bigger and 
better than a floppy disk ? If you re having 
trouble getting people to took at it r send it 
into us at the usual address and we 'Usee it 
we can help you out. 

TOPLESS 
TITILLATION? 

Dear Tr>e One, 

I have just finished reading your February 
issue and was disturbed for find a letter 
from a Ms Moran desenbing your 
publication as chauvinistic, I mean, you 
actually had the nerve lo give away a 
calendar containing graphical images of 
(gasp 1 } girls' faces I 

Really, you should know better than to 
exploi t al I those poor, defenseless pixels in 
order to satisfy Ihe lust of your male 
readership. 

But seriously, as a 23 year-old female, I 
cannot understand attitudes like that of Ms 
Moran Does she really think men get 
turned on by a collection ot fuzzy pixels? 
After all, the calendar was hardly 
pornographic, was it? 

Moreover, she should try counting all 
those pages of half-naked men which 
cavort amongst the pages! For example, 
that cute little chappie in Wrath Ot The 
Demon who insisls on running around 
topless (ooh!) in the middle of a 
thunderstorm just so that we can be 
amazed by his pectoral development, 

Do male readers find this sort of thing 
offensive? Of course not! Perhaps it s 
because they have a sense of humour. 
Cal Jones, 
Lang worth, 
Qxan. 

Ms Moran' s fetter certainly stirred up a 
great deaf of interest - this is only one of 
many letters that we received on the 
subfect. from both sides of the argument 
One thing that everybody should 
remember is that, like all Cinemaware 
games. Rotlerbabes {the game behind 
the infamous calendar) is a pastiche of a 
certain film and TV style and is meant to be 


more tongue-in-cheek than realistically 
serious. Lei 's hope that the humour shines 
through in the finished product. 

I CANT PLAY 
AGAINST THIS 

Dear The One, 

Kick Off 2 was one of Ihe first games I ever 
bought and I've been lolally addicted to il 
ever since. 

I pick my favourite team from t6 
divisions (ranging from Division One down 
to a local Bristol league) and set the rest lo 
computer to play Ihe full 1 4-week season 
then promote and relegate learns. I've 
g rad ual ly got better and don ' I lose so many 
games (admittedly most qarnos are 
draws). 

The reason I'm writing is one of 
frustration, During an important match 
agai nst one o1 1 he lop teams, I was wmni ng 
one-nil with the game into injury lime. First 
an opposing attacker deliberately ran into 
one ot my defenders and to my 
amazement a penalty was awarded , Biting 
my lip and controlling my temper I dived Ihe 
wrong way. I couldn't believe my luck and 
was delighted to see the ball strike the 
post. My glee then turned to sheer despair 
as when I tried to pick the ball up the 
penalty taker scored from the rebound with 
my goalkeeper still nowhere near ihe ball. 

Could you please inform Steve Screech 
and Dino Dini of the rules. The penalty 
taker can only score from the rebound il the 
goalkeeper or anolher player touches the 
ball, not as in this case. 
R Godfrey, 
Hen bury » 


7a*e note Screech and Dini, the Kick Off 
playing public won't stand tor this harsh 
treatment - especially as the season 
reaches a climax and nerves become 
frayed as the fop teams compete for the 
prestigious trophies. Wouldn't you say, 
Trevor? 

READ THE SMALL 
PRINT 

Dear The One. 

I |usl felt thai I hadtownte to you after my 
experience this week, which really left me 
foaming. 

Over the weekend I purchased Ferran 
Formula One and Their Finest Hour. 
However, when I gol home and loaded 
them up on my 51 2K Amiga, Ferrari 
Formula One turned oul to be mouse- 
controlled only, rendering il useless to me 
as I can only play well with d joystick. Also, 
adding insult to injury, Their Finest Hour 
requi.ed a 1Mb expansion to provide a 
decent game {to include sound thai is). 

What annoyed me so much was Ihe fact 
that when | purchased them in good faith, 
Ferrari Formula One had no mention of its 
control method anywhere on, the box and 
Their Finest Hour had they system 
requirement printed in tiny writing on the 
side. It didn't specify anywhere that the 
51 2K version completely lacked all sound. 

I know that if I had done my background 
research before buying ihem then perhaps 
I woukJ not have this problem , but I only got 
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my Arn*qa after they had been reviewed 
and lo some extent this was a 'spur o( the 
moment' purchase. 

My point is that if the software houses 
can afford to have extravagant packaging 
boasting the features of their game, in boW 
striking colour, then why couldn t t*iey take 
the little extra trouble to also state mach ine 
specifications clearly on the front? 
David Stanley , 
Sanderslead, 
South Croydon, 

Vfilh the great rangeof machine specifica- 
tion tha t 's became available recently, it's 
becoming more and more difficult for 
publishers to come up with a single 
package to suit all users of a particular 
machine. However, one simple solution 
would be to have the retailer demonstrate 
the game toycu before you make your final 
decision - most good independent 
retailers are happy to do this, but if yours 
isn't just take your business elsewhere. 

DUPLICATION 
DILEMMA 

Dear The One. 

I am writing to ask if there is anyone who 
can give me some help tocopy disks on my 
Atari ST. When trying to copy software I 
always seem to get the message 
destination disk not the same as source 
disk'. Could you give me some help? 
A.M. Broughton, 
Hull, 

North H umber side. 

You get this error message when you try to 
copy a single-sided disk to a doubfe- 
sided disk or vice versa. If you wish lo use 
the diskcopy ' option, you must make sure 
that both source and destination disk are 
of the same type . if you really have to copy 
the files on a smgle-sided disk to a 
double-sided disk you must drag them 
individually from the source drive window 
to the destination drive window. By the 
way, make sure that you only use this 
procedure lo copy those dtsks that 
specifically allow you to do so- 

STARTLING 
STATISTICS 

Dear The One. 

I have been buying your magazine since 
Issue 4 and have come across some 
stahting facts (compiled Irom Issues 4 lo 
26).. 

1 . The lowest three average ratings for an 
issue are 64 par cent (Issue 12), 63,3 per 
cent (Issue 5) and 29 per cent (Issue 4). 

2. The highest three average ratingsforan 
issue are 86.6 percent (Issue 26), 86.9 per 
cent (Issue 25) and 87.3 per cert (Issue 
24). 

3. The issue with the lowest amount ol 
reviews is Issue 12 with only six. 

4. The issue with the highest amount of 
reviews is Issue 6 with 19. 

5. The issues with the lowest amount of 
pages are Issues 22 and 23 with 92 pages 
each. 

6. The issue with the highest amount ot 
pages is I ssue 1 5 , with a huge 1 64 pages . 

7. Here are some games with really poor 
scores: Scorpion (47 per cent), Hellbent 


(43 per cent), Dagger (41 percent), Victory 
Road (40 per cent), Hotbait (37 per cent) 
and Spitting Image {34per cent). The 
worst percentage goes to Crazy Cars It 
with 33 per cent. 

8. The games which have done best are: 
Damocles, Midwinter, ParadrOid90,F-29 
Retaliated Fighter Bomber. Flight Of The 
Intruder, F-19 Steaith Fighter, Populous 
and its successor Powermonger - all of 
wh ich reached 95 per cent. The only game 
to achieve belter was Hick Off Si with a 
rating ol 96 per cent. 

9. The highest amount of times a 
percentage rating occurred starts off with 
79 per cenl (10 limes) and 80 per cent ( 1 6 
times), while the most common top rating 
i s 88 per cent which has come up 20 times. 

10. The longest single-word titled agame 
which has been reviewed is the 13-letter 
Thundersthke, which narrowly beat 
Archipelagos and Stormtrooper (both with 
125 

1 1 . The shortest single-word lilies have 
only four letters: Baat, Kiax, Loom and 
Pang 

12. The shortest multiple word title, Pop 
Up, has five letters. 

13. The longest titles reviewed are as 
follows: Typhoon Thompson In The 
Search For The Sea Child (40 letters), 
Indiana Jones And The Last Crusade: The 
Graphic Adventure (49 Letters) and finally 
Jack Nicklaus* Greatest 1 9 Holes Ot Major 
Championship Golf, which weighs in with 
a staggering 50 letters! 

hfl b I bo u rns 
Australia, 

Thanks very much Gary - but there's one 
small thing that you forgot to mention.., 
what exactly is the point of ait of these 
statistics? 

AMSTRAD 
ANSWERS? 

Dear The One. 

Can you please answer a few questions... 

1. I have got an Amstrad PC 1640 with a 
hard drive. Could you tell me what the 
speed and processor are because the 
manual doesn't say - as you know some 
games don't work very well if the processor 
is loo slow. 

2. Are there expansion boards available 
which will turn my computer into a VGA 
machine (it is now an EGA machine)? If so 
how much do they cost? 

3. Will Mighty Bombjack be available for 
the PC? If so when and can you review it as 
soon as possible? 

Aled flees, 

Cardigan, 

Dyfed. 

Ask and you shall receive,.. 
h The processor ts an Intel 8066, giving 
you a speed of roughly 8Mhz - not too 
bad for playing games, but stilt a good 
chunk short of ideal. 

2. Because of Amstrad's machine set-up. 
where the power runs through the 
monitor, asfaras we know it's not possible 
So upgrade a 1640' s graphics specifica- 
tion. 

3. And finally the good news, Mighty 
Bombjack is scheduled to bit the streets 
sometime duhng March. 



SERGEANT 
SOFTWARE 


Strong of arm and cleft of 
chin, Sergeant Software 
once again flies into the 
breach to bring comfort to 
the bewildered and games 
to the needy. His software 
supply is next to bottomless, but only 
the truly deserving need apply... 


Dear Sarge, 

My fiance had an accident two years ago and damaged his back 
while lifting a patient onto the operating table, since then he has 
lost his job and has been on invalidity benefit (he is in constant 
pain with his back and leg). 

His only hobby is his Atari ST computer which takes his mind 
off the pain, but as he does not work he cannot afiord many 
games. It wou Id be a lovely surprise lor him if you could send him 
some software which would ease his pain. 
Mies V.E. Allport, 
Rossendale, 
Lancashire, 

SARGE SAY: A touching case indeed, but unfortunately not 
one that I can help out with, tf t went around giving software to 
everyone who was careless when lifting patients, then hospitaS 
porters all over Britain would be doing just that. Sorry V. E. , but 
your fiance should have been more careful. 

Dear Sgt. Software, 

I am an Amig a 530 owner and yesterday h ad a catastrophe. My 
cat found the circular saw in the garage and like any normal cat 
he was curious. The little- rascal plugged the machine in and 
proceeded to muti late my lather wilh it . Like a foot, my mot her ran 
to see what happened and my cat killed her too. I ran upstairs, 
grabbed my computer and fled. 

The cal eventually calmed down , but not before he burned the 
house down. I thought thai everything would be okay, but then 
my cat found an old air pistol and went car shooting. 
Unlortunately the cat was a little too slow though, and one car 
squashed him into oblivion, 

I am now sitting here all alone in my tenl, with jusi my Amiga 
and this typewriter. Oh no! The tent has just ripped. Oh well, I'll 
have a game ot Kick Off 2 (my lave game). Oh no! The disk has 
snapped. 

Please can you help? 
Adam Marshall 
Stainton, 
Cumbria. 

SARGE SAY$: It's good to see that even in a Ume of crisis, 
Adam kept a clear head and was able to rescue his computer 
before the house was destroyed (it'sapityhis mother and father 
dtdn 'tshow the same initiative), To reward this truly unfortunate 
soul, I'm sending £100 worth of software - but onty when we 
find the exact location of the tent. 


If you think that you or someone you know 
deserves software help, write to Sergeant 
Software, The One, EMAP Images, Priory 
Court, 30-32 Farringdon Lane, London EC i R 
3AU. The Sarge reads every letter that he 
receives - however, due to the size of his 
charitable workload, he doesn't have time to 
enter into personal correspondence. 


LETTERS 


BE 

HEARD! 

WRITE TO THE 
EDITOR with your 
views and queries 
and you could win 
Eioo of software 
and an exclusive 
The One T Shirt 
II there's 
something that's 
buggmg you, 
about The One, 
software, or lite in 
general, or there's 
anything you want 
lo know, whether 
M s about a 
release, tips or a 
technical problem, 
or even it you jusl 
want to reminisce, 
then don't 
hesitate 10 drop 
us a line, It you 
don'l want your 
letter printed, 
please stale very 
clearly NOT FOR 
PUBLICATION. 

Each month we 
pick out the most 
entertaining, 
thought-provoking 
or opinionated 
letter. We receive 
hundreds ol 
letters and read 
everything we get, 
but unlortunately 
there's not space 
to print them all- 


represents a 
choice selection 
of the latest 

SEND ALL YOUR 
views and quenes 
to... 

LETTERS 
The One 
Priory Court 
30-32 Farringdon 
Lane 
LONDON 
EC1 R 3AU 

OR FAX YOUR 
views and queries 

on . 

(071) 430 1094 

AND DON'T 
FORGET to 
include your full 
address. T- Shirt 
size and machine 
format! 
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HE FIRST data disk for 
Powermonger will feature 
a World War I scenario, 
but - thanks to some clever 
programming - it won't just be a 
new set of graphics and land- 
scapes, but a completely new 
game. 

Bullfrog originally designed 
Powermonger so that it could be 
very flexible in its use of data disks: 
not only can new data be loaded for 
usewith theexisting node, but new 
program modules can be created 
as well. 

This first scenario is based 
unsurprisingly - in Europe, with 
the player controlling the British 
army, but beyond that there is no 
attempt at historical accuracy. New 
vehicles include planesthat can be 
instructed to strafe or bomb 
villages, or even pinpoint one man 
to shoot and tanks that can fire 
s i n g I e a rt i 1 1 e ry sh e 1 1 s , o r move off i n 
platoons. 

Once again, there's an oppor- 
tunity to progress by mixing 
weapons together lo form new 
types. For instance, a sword might 
be attached to a rifle to form a 
bayonet. Other weapons to be 
found include a Gattling gun, 
which fires 20 bullets at once in a 
wide arc. The computer intel- 
ligence has also been modified, so 
that computer controlled players 
know how to make maximum use 
of the new items. 

The populations of villages and 
towns can be made to construct 
defences by digging trenches and 
using barrage balloons. It s also 
necessary to managethe industrial 
complex and the supply routes 
maintaining your forces. Food is 
ignored as a variable, but it is 
essential that constant supplies of 
fuel and ammo are received at the 
front line, 

A new information requester 



mm l 




THE WAR TO END all wars Povw-rmonger 

appears at the start of each level 
giving details on which towns 
produce fuel and which produce 
ammo, so that you can decide 
which to capture. 

Bullfrog has continued to play 
Powermonger, and as a result has 
adjusted the gameplay slightly in 
this data disk. This scenario is 
faster and more orientated 
towards action, It is very different 
to the original game, being far 
more of a wargame, and visually it 
looks worlds apart. 

Depending on how well this data 
disk does, Bullfrog has plans for 
others, In the pipeline are the 
American Civil War, a feudal 
Japanese scenario and a fantasy- 


based game. All of them will be 
very different In the fantasy 
scenario for instance, you will be 
able to use magic, new spells can 
be created by mixing existing ones, 
and each of the different races, like 
Elves, Gnomes, and Thieves, will 
have different character traits. 

Hopefully, by the time any of 
these seethelight of day PC owners 
will have been treated to the 
delights of the original Power- 
monger. 

Product: Powermonger — 
World War I Scenario Disk 
From: Electronic Arts 
Call: 0753 49442 
Price: TBA 



TM^ REU-A0VE:t4TUflE£ oeSftAT.Tue fiuv cot* ARE Available: So^r«oM r/wA&E WORKS oti A*jr,A Afcin 
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MAGNETIC ATTRACTION 



HE UK'S PREMIER adven- 
|ture developer, Magnetic 
Scrolls, has taken 
a leaf out of Sierra's book bv 
re-releasing enhanced versions of 
some of its superb text and graphic 
adventures - Fish r Corruption and 
Guild Of Thieves - in a single 
compilation package. 

The advanced Windows system 
that was used in the well-received 
Wonderland has been applied to 
the programs: all three will now 
boast more graphics and anima- 
tion as well as on-line help. 
In addition to the games, the 


package will also contain a Fish 
identification chart, an audio tape 
with conversational clues for Cor- 
ruption, a day planner for Corrup- 
tion, a new cut-away map of Guild 
of Thieves and a huge manual. 

The pack will appear initially on 
the PC in March, with STand Amiga 
versions following in Early April. 

Product: Magnetic Scrolls 
Compilation Pack 
From: Virgin Games 
Call: 071 727 8070 
Price; £29.99 (PC) 
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MAGNETIC SCROLLS' Guild Of Thieves, 
as seen through new windows. 


NEW BUNDLES OF JOY 



UYING HARDWARE add- 
ons has never been e a sier, 
as leading software dis- 
tributor Leisuresoft has introduced 
Techno Plus, a range of 
competitively-priced peripherals 
for the Amiga, ST, and PC that 
come packaged with relevant 
games. 

The range i Deludes an Amiga 500 
RAM expansion bundled with 
either Dungeon Master o r Kick Off 2 
(one Megabyte version Mor £49,99 
(£59.99 with clock). Alternatively, 
you could have the same package 
with Dragon's Lair or three 
Cinemaware games for £5999 
(£69.99 with clock), 

Amiga external disk drives are 
bundled with Shadow Of The 
Beast, RVF, Battfe Squadron, or 
Kick Off lor just £89.99, while an ST 
drive comes with Corporation or 
Kick Off 2 for £79.99. 

A high-quality Logitech mouse 
for ST or Amiga is bundled with 
Captive for £34.99, with an PC 
version to follow soon for £39.99. 
Also available in the range are 
blank disk packs and sound 
systems. 

In the near future, Leisuresoft 


plans to introduce Starter Packs 
containing a dust cover, mouse 
mat, disks, and head cleaner and 
special bundles with printers and 
monitors, Also forthcoming is a 
special pack containing four joys- 
ticks, a four-player adaptor, and a 


copy of TV Sports; Basketbaff for 
the Amiga, 

All of these bu ndles are available 
from good retail outlets, but should 
you have difficulty you can contact 
Leisuresoft directly on 0604 
768711. 
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BUYING HARD becomes easy with Techno Plus. 


SILENT, INVINCIBLE, INVISIBLE . . 


14 


NEWS 



The 38th British 
International Toy and 
Hobby Fair at Earl's 
Court featured - wait 
for it - more than 
50,000 different toys 
from over 460 
exhibitors I Gordon 
Houghton selected some 
of his favourites* 


OYS ARE NO LONGER child's 
play. These days 162 million of 
the things are bought each year 
in Britain alone ■ most of them going to 
children under 1 0 years old In 1990, the 
total cost of providing those three-foot 
human beings with toys, models and 
games actually topped £1.1 billion. 

Thishypod handiwork isgeared toall 
tastes, encompassing the unusual [a 
Madame Tussauds board game), the 
tediously familiar (an all-new range of 
Turtles accessories! and the up-to-date 
(Saddam Hussein and George Bosh 
rubber masks). 

One piece of good news is that 
a m ong st the latest batch of g ood ies for 
kiddies are the first J green games'. One 
notable offering is John Adams Toys' 
Pollution Patrol, a range of science 
projects which allows kids of all ages to 
test for acid rain and clean water. 

Just as topical (but more traditional!, 
the toppling of the Berlin Wall has 
brought a myriad of wooden wonders 
from the good-old GDR, And just as 
traditional {but not quite so topical}, are 
two new harbour sets from Lego, ideal 
for budding builders with a nautical 
bent - these kits even feature a 
speedboat for smugglers and a coast- 
guard patrol boat. 

• The tallest Lego Tower 
ever was constructed in the 
forecourt of Waterloo 
Station in 1985: it was 
15-G1m (49ft! high. 

The bad news is that the Subbuteo 
people at'H haven't quite perfected a 
red-cheeked Gawa figure who can sob 
or swear at referees. Ga//afans looking 
for Gazza thrills won't be disappointed 
though: the jinking Geordie maestro 
has just donated his Gazza name to the 
latest Gazzagame - an LCD foot is 
hand-held from Grandstand, 

The most unusual toy' to emerge 
from the massed 50 r 0OO is Bubble 
Busters, This is r in facl r merely the air- 
filled plastic pockets you find in 
packaging, made up into sheets which 
pop when you stand on them. Fixing 
them to various shapes and si/ns of 
cardboard has allowed the manufac- 
turers to create a six-foot Jumbo Party 
Hug and a host of novelties such as 
banner& r crackers, party invitationsand 
place mats. 

Whatever next? A game made from 
sheets of polystyrene that magically 
squeak when you rub them'? Glue that 
you can stick on your fingers and peel 
off slowly? Who can wait until 1992 to 
find out? 



TO NO ONE'S SURPRISE, the chummy characters with a 
p#rt thanl for pizza cleaned up last y#al\ If their subterf anean 
success continues in 1991, they'll he ihe most popular toy aver, 
et Musing even the Star Wars figures of the 1990s. En anting that 
a million children are spoon-fed subaquatic pleasure this yepr 
will be a new TV series, a Sewer Dragster, Psycho Cycle. Sewtr 
Haysel, Footcruiser, Pi tea Thrower, Turtle CnpteT, Sewet Tubes 
Assortment, a Double Barrel lad Plunger Gun - #te, etc- 


BATTERIES n 



• The largest Toy Shop in 
the world is Ham leys, 
founded in 1760: it has 
45,000 square feet of 
selling space crammed 
into six floors. 


THE MAMAS ft PAPAS G audio battery -powered death buggy 
is limed at five to ten year-olds, but some may argue its 
advantages ever a Lada. It has tw □ forward gears and one 
revsrse, pedals for the accelerator and brakes, working lights, 
an ignition key. adjustable mirrnrs, a glove compartment, 
safety belts and even a log book and driving licence! h can 
speed along at between five and eight kilometres per hour 
If aster than some 2CV*|, tuns off two 6V batteries and is made 
almost entirely of polypropylene. 



A RECENT IRAQI 
BROADCAST to the 
allied troop? in the 
Gulf contained the 
message: "Your wile is 

sleeping with Bart 
Simpson, " This same 
Bart Simpson is also 
soon to star in his own 
board game lor two to 
four players aged Irom 

10 to adult- You've 
probably already heard 
■hat Ocean has. 
snapped up at the 
computer licence, but 

did you know the 
cartoon eutie and hli 
lam My also have to 

their name a 
Crayon -hy'Numbers 
set. a card game and 
a stick 'n' lift 
adventure set? 


• The longest toy in the 
world is the Lots-a-Lots- 
-Leggggggs', a 1,000- 
legged pink caterpillar 
which is 76.2m (250m 
long and weighs 30Clbs. 
It was created by the 
Commonwealth Toy & 
Novelty Co of New York. 



• The most expensive toy 
soldier ever auctioned was 
a rare 70mm scale figure of 
ihe Colonel-in -Chief of the 
Welsh Guards. At £1,200 
it's worth CI? per 
millimetre. 



WHAT DID ROLLER 
SKATES, hula 
hoops, space 
hoppers, and 
skateboards all 
have i it common? 
rf you answered 
that they were all 
crazes which 
swept America and 
subsequently 
tidied up here as 
well, you'd be 
right. The latest 
fad is the 
Matchbox Moon 
Shoes (left). Aimed 
at kiddles from 
eight to twelve (not 
exceeding 120Tbsi 
they allow them to 
bounce up and 
down as it they 
had a couple of 
trampoline* 
strapped to their 
feat. And for 
£34.99 a pair, even 
Neil Armstrong 
might like to revive 
a few old 
memories. 


# The most expensive toys 
at auction are usually dolls 
in 1 989, Sot he by s sold an 
81 year-old Kammer and 
fleinnardt bisque character 
doll for a world record 
£90,200, 

F3 
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NEVUS 




IT COULD BE to the '90s what flares, wedyu-i n d Kipper ties 
were to the '70s but right now Karaoke it king. It's springing 
up in pubs, clubs and assorted shrubs across the land The 
appropriately named Singing Machine Company has decided 
that for those Of VOU who want to warble amongst familiars, ■ 
Personal Karaoke Machine (above) is Just Ihe thing. For £325 II 
converts hi-fi, TV and video equipment into a fully-fledged video 
Karaoke system. Singalonga David Soul, CfOOn to Glenn 
Campbell and swing your pants with Kylie hflinogue end all 
in front of your parents I 


INCLUD 


THE TEARS MAY 
HAVE DRIED on 
the cheeks of 
Tottenham 
Hotspur s Mars Bar 
Kid, but foot ie it 
still spawning toys 
a-plenty. Rilled as 
a football training 
aid, Pacer 
Technology's 
KicJk-a-Ball la 
essentially a 
football with a 
piece ol elastic on 
it, whbch you tie 
around your foot 

and then kick a lot. It has a 'comfortable velcro ankle strap' 
which expands from six to twenty-four feet at the mere swing 
of a leg, and which allows you to practice trapping, shoaling 
and goalkveping With or Without a partner. Bui wart! 1 The ball 
can also be staked to the ground, allowing several players to 
take part all this fur just a penny Short Ol £14. 



VIRGIN MASTERTRONIC chose the show to officially preview 
the Sega GameGear, more or less a hand-held version: of the 
Master System: May is the likely ret esse date, and £99 the 
likely price. Ten games are planned to coincide with the 
launch: Ptngo, Super Monaco Grand Prix, Wanderfoey iff and 
Columns are all certainties, while the rest should include 
G-Loc, Sttinobi and Mickey Mouse. Not to be outdone, 
arch-rival Nintendo is planning half a dozen Gameboy releases 
in the next six months, plus the long-awaited Supvr Man a Bros 
3 on The Nintendo console in the autumn. 


WHAT THE 
STARS 

ARE PLAYING 

TWARE 



Those palatial pranksters claim to 
have gone very high-brow' this 
month - and to prove it they're 
playing Legend's Sorcerers Get Alt 

The Girls (an imported American 
adventure) almost lo a man. Written 

by ex-lnfocom storyteller Steve 
Meretsky, it has ail the qualities of 
the nowntetunct company's earlier 
works and the boys are, in their own 
immortal phrase great fans'. 


"Technically brilliant and immensely 
playable," is how Andrew Braybrook 

sums up the lads 1 current fave 
games, with Speedbaii 2 apparently 
scoring highest in the rivalry stakes 

"We're well impressed with il, 
especially in two player mode." The 
Lemmings demo that's doing Ihe 
rounds is also a large filler of time 
the boys are all looking forward to 
getl ng their nands on the completed 
version, as well as a finished 
Turrican 2, having played Ihe 
original until the disk wore out. 

Amid cries of "We're net biased!", 
the Bros are spending most of their 
playing lime with Gods, "We're just 

trying to complete Ihe thing," 
exclaims Eric. Aside from that (and 
Super MarioWorid on Nintendo's 
Super Famicofn machine - those 
hardware poseurs), their time has 
been spent away from the computer 
screen and involved in everyday lite: 
"Just for a change," 


Ever-bizarre, those mis-named 
nsible boys are going right be 
m time with the original Kick Off (tor 

n o apparent reason ) Si ill m a 
nostalgic vein, they're also running 
up screen time with 30 Pool and 
that management strategy classic, 
Rock Star Ate My Hamster. And the 
reason for flogging thai particular 
dead hese? "Because il was 
cheapr As if we had lo ask! 
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TV; SPORTS FOOTBALL just one of the classics soon lo ire 
available lor under a tenner as part of the Mirror Image range. ' 

THE ORIGINAL 16-bit specialist publisher, Mirror- 
soft, has launched a new 'retrospective' label. Mirror 
Image, as the label shall be known, will cover back 
catalogue games retailing at a price of £9.99. 

Titles will start appearing from March and are to 
include old Mirrorsoft games complimented by 
products from other publishers. 

The range of products planned to appear on the 
label is Impressive, including Speedbait, Carrier 
Command, Defender Of The Crown, and TV 
Sports: Footbaff. Further games will be released at 
the rate of two a month. 


US GOLD 
GOES US 

US GOLD HAS SIGNED an agreement with Accolade 
to market its products in North America. Up until 
now, US Gold games have been marketed in the 
states by various American publishers on a 
product-by-product basis, this is the first time that 
the firm has signed an agreement with a single 
publisher. 

The first four games to be handled under the new 
agreement will be: International Soccer, Gold of the 
Aztecs, Vaxine, and Rotox. 

This is not the first time that the two companies 
have worked together - US Gold used to distribute 
products in Europe for Accolade. 


30300 



Murine - toon to 
get exposure 
stateside wrih the 
help, of Accolade. 


BARD'S TALE III: THIEF OF FATE 

Electronic Arts 
March 1991 
Amiga £24 99 

THE THIRD INCARNATION of this classic RPG 
finally makes it to the Amiga, complete with more 
than 100 magic spells, seven kinds of spellcaster 
(including Chronomancers and Geomancers), 
automapping 3ri cl more than 500 monsters Isome 
of which can be used as player characters^. 

The plot follows on from The Bard's Tale If: 
The Destiny Knight, the townsfolk of Skara Brae 
are celebrating their defeat of the evil Manger 
when the Mad God Tarjan arrives and gets his 
revenge by reducing the town to rubble, then 
threatening the rest of the world. 

Your task is to assemble a party of adventurers 
from up to 13 character classes to tackle Tarjan 
and his minions through 84 dungeon levels and 
seven different dimensions, 

AN EXAMPLE OF 
the sort of nasty 
dungeon denizen 
thai awaits you In 
Bard's Tale III. 



SKI OR DIE 

Electronic Arts 

Amiga 

£24.99 

THIS SEQUEL TO the successful whacky sports 
simulation. Skate or Die, is now available to 
Amiga owners. There are five frosty events to 
enjoy: Snowboard Half-Pipe - similar to the 
skateboard half-pipe, but with the addition of 
chainsaw bunnies and bumps; Aero Aerials - 
stunts while leaping from a high ramp; Innertube 
Thrash - a bit like Toobin, only on ice rather than 
water; Snowball Blast - An opportunity to pelt 
kids with snow, while they pelt you back; The 
Downhill Blfu - shoot down the mountainside 
doing stunts and jumps while trying to stay J On 
The Piste r . 

Each of the events can be practiced individually 
or you can enter the full competition featuring all 
five. Definitely worth getting, if only for the Rob 
Hubbard soundtrack and crazy Michael Kosaka 
graphics, 

IT S SNOW JOKE' 
hurtling off the end 
Of thai ramp at 40 
mph. especially if 
you land in any 
position other than 
an upright on*. 





The Soviet Union has produced the 
finest air superiority fighter in 
the World. 

Now Domark give you the thrill of 
flying the formidable MiG-29 Fulcrum on 
your computer. 

Prove your skills in a series of gruelling 
missions based on real life scenarios* 
MiG-29 Fulcrum - the ultimate 
experience in combat aviation* 



ONLY THE MiG-39 FULCRUM 
SIMULATION OFFERS; 

& Full force aero model 
n Ergonomically optimised controls 
^ Actual instruments and avionics 
£t Accurate modelling of high g-eff ects on 

pilot, including simulated black-outs 
31 "Expert~driven n combat systems 
& Unique missions featuring real 

world scenarios 
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+ Mmdscape is planning a game 
that's greener than The Turtles, 
having signed up the popular 
American cartoon character. Cap- 
tain Planet (who's currently attrac- 
ting more viewers in the states than 
the terrible terrapins). Captain 
Planet is thefirst J green' superhero, 
who, with his five helpers, under- 
takes missions to save the environ- 
ment. The cartoon will be shown 
here from April with the game 
following later in the year. 

inf 



* Movie stardom beckons for the 
popular coin-op and computer 
beat 'em up Doable Dragon. 
There's no news as yet as to the 
casting of Jimmy and Billy Lee, but 
Double Dragon - The Movie is 
being produced by Imperial enter- 
tainment under licence from the 
copyright owners Trade west, and 
shooting is to begin in the Autu mn. 
While computer game characters 
have been the basis of television 
programs in the past, this is only 
the second time that they have 
starred in a film, the other being the 
Mario Brothers film currently in 
production, 

* text-Cross is a word puzzle 
game with a futuristic television 
setti n g f ro m I nterpl ay Product ions. 
The show is something like an 
upmarket version of Countdown, 
with Carol Vordermann replaced 
by a beautiful droid Robanna. 
Th e re a re o ve r 600 word pu zz I es to 
solve in either solo or face to face 
games (with a modem link option K 
The initial PC version of Lexi-Cross 
will be available through Electronic 
Arts in March at a cost of £29.99. 



Megaphoenix - 
classic 7D's 
coin-op action 
given the DO s 
Irealmem by 
Dlnamic. 



The Brothers Lee 
in action In Doubt* 
Dragon I! - but 
who'll play the 
ooyi on mc big 
screen? 


* Spanish supremo Dinamic has 
chosen an April release date for 
Megaphoenix. an updated version 
of the ancient coin- op Phoenix, 
which features more classicaction 
against the swooping birds and 
theirexplodingeggs. However, the 
original concept has been brought 
more in line with the latest shoot 
'em up trends - for example, a 
large end of level ship, the 
Megaphoenix, has been added. 
Other innovations include more 
power ups to be collected, a 
simultaneous two-player mode 
and a f 24.95 price tag. 



Reliving the racing 
legend s pain and 
humiliation wHh 
Marie Andrew's 
Rating CtiaUenge 

Spectacular 
crashes can b* 
reviewed using the 
action replay 
feature. 


One thing that's 
evident 1mm 
interplay's 
Le#'-Crass - TV 
games how humour 
hasn't got any 
better, even In Ihe 
21S1 Century, 


* Electronic Arts is to complement 
its excellent Indianapolis 500 rac- 
ing simulation with Mario And- 
retti's Racing Challenge . 
Developed by the auto specialist 
Distinctive Software Inc (the team 
behind Test Drive et a I ) , t h is f ol lows 
the career of the top American 
driver. The player can attempt to 
break Mario's records on all of his 
favourite courses in Sprint Cars, 
Modifieds, Stock Cars, Sports 
Prototypes, Formula One, and 
Championship Cars. However, in 
addition to demonstrating driving 
skills the player must manage 
resources and sponsorship if he is 
to mirror Andretti's meteoric rise to 
the top. Mario s Challenge will be 
available on the PC in March at 
£29 99 with other versions planned 
for the future. 


THE GOAL-DEN 
SHOT 

The Kick Off 2 Golden Goal Of The 
Month 

PRESENTED DY THE ONE AND ANCO 

ANNOUNCING THE KICK Off 2 GOLDEN 
GOAL CHAMPIONSHIPS 

NO MORt shall we dispense good money for superlative goals, 
no more will one lucky person walk away with f 100 worth of 
software for placing a ball at the back of a net. With a mere eight 
months before the start of this year's European Computer 
Entertainment Show, it's time for the playoffs to begrn! In the 
months running up tothe biggest gaming event of the year, each 
Golden Goal winner will earn themselves a place in the exclusive 
Kick Off Championships to be held on The One's stand, with an 
incredible prize forthe lucky winner. Full details will follow nearer 
the date but fornow, let's have a big hand forthefirst lucky player 
to win himself a place, Gary tineker' Neal. Yaaaayyy!! 

FAOM A relh«f poor 
oenlra, Gary hmIi up 
kicking 1he ball 
rtralgnt into touch. 
Th* ball la lh* own In 
end in opposing 
defense* prepares, to 
run upheld wrlm II. 



A3 THE DEFENDER 
lurrta lo paae ih* ball, 
Gary quick at a NflSh, 
nitftrcnptB, *nd darla 
toward* th* ado* of 
the tux, ai t 
iSHdegra* Angle io Irw 


BEFORE THE dfftanea 
can reach him and 
even berure h* g#ti io 
Ihe penalty Area - 
Gary launches a 
thunde-rowft ball high 
Into the- mir. The ball 
archea ov*r everyone 
In Ihe boa end land* 
ftrmh/ in Ihe corner of 
Ihe net. The leaner 
can only hang hn 
heed In ihatnt, 


Da you have a ewl that puts even thai one to shame* II sc. send it to Golden 
SotlS, The Ore Magajiie, Priory Court. 30-32 Farnngdon Lane. London EC1R 
3AU. Please rtote that as Trom rent month the prize rtili no longer be £200 in 
cash, but £100 of software. Remember, we only wan! the best, the very best ■ 
anything less iust won't do. Please note ihat if you want your disk returned 
you must send a suitable SAE 

IGNORE THESE RULES AT YOUR PERIL 

FAILURE TO COMPLY with any of these regulations merfts 
instant disqualification. 

1| No more than THREE (3) goals per disk, and no more 
than one disk per entrant. 

2) AJI goals MUST be scored by the entrant and NOT by 
the computer |even In Position play you have to be the one 
that gets rt in the net). We can tell, so don't waste our 
time. 

3) The disk LABEL must contain the following information: 
the entry's format (Amiga or S1j the entrant's name, 
address and (if applicable! telephone number. A descriptron 
of the goals would also be handy, along with what type c»f 
pitch they were scored on. 


■Met I 

fKCUHTIOfll 

AiiiiTanr eooi 

•*.OCiU(FI 
lllTimrjn* MCTf 
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Are you bored of games that pose 
no real challenge? Mindless 
adversaries that can't fight back? 
Dumb nasties who just ask to be 
slaughtered? 

GODS is a complete departure! 


m-PTH ER E 


Featuring a revolutionary system of 
artificial intelligence, your opponents react 
to your actions and interact with 
the environment. 

Perhaps guile will achieve more than brute 
strength I Your cunning, as well as skill 
with the fearsome array of weapons at 
your disposal, are needed equally to 
overcome the enemy,,. 


Award' winning Bitmap graphics 
and musk by Nation 1 3 make 
this their mast exciting game 


even*. 


Have you got what it takes 
to bo a GOO? 

Amiga r ST, PC 


Ot, H4lr*ptfJUn WHmtf. Wapptna WmH. Land on- Mi 9 9 
© 199 1 T It + lllnip trf Ihtn , P v tt i I * ft *• * ft w A>n*#«rf# 
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Defence off 

Kati Hamza visits Graftgold to find the veteran 
developer taking up arms in a new kind of strategy 
game. 



LONG TIME AGO when Graft- 
gold's Steve Turner was just a poor 
overworked Spectrum program- 
mer, lie had the germ of an idea : a strategy 
game with a simple user interface thai 
offered o complex gomeploy challenge at 
the some time: "I had the design all mapped 
oi.rt, but when I started adding up what I'd 
need, there was just no way o Spectrum 
could do il, so I just binned the idea/ 

Five years on, with a whale hos1 of 
Graftgold projects including Paradmid t 
Rainbow /stand's and Simulcra behind him, 
technology has finolly caught Steve up. 
What seemed impossible with 48K of 
memory fed by a cassette recorder 
suddenly appeared mare plausible when 
faced with 520K and o disk drive. 

In the end, it was a selection of f racial 
mop demos that finally kicked the concept 
back lo life. Steve expands: "We saw them 
and we thought what kind of □ game could 
we do with these maps? That's when we put 
the two together* 

The upshot is a game thai centres around 
cosh. You're a king belonging to one of five 
race* [arc, human, dwarf, elf or Amazon] in 
possession of a certain a mount of territory 
and slavering for more. 

Achieving your aim* a question of to* 


control With some clever military 
manoeuvring and a modicum of financial 
wheeler dealing,, the oim is to construct o 
spider's web of financial connections 
designed to fill your gaping treasury, If all 
goes well, prudent strategy and some deftly 
applied coercion should make you fat, 
famous and very, very rich. 

Steve, who doubles os Design Co- 
ordinator and programmer of all the fiddly 
bits, is the first to admit that this isn't what 
you'd coll the most original scenario since 
Pong. "Ifs been done before, but those 
games have tended to be either pure 
strategy, or strategy games with a couple of 
arcade sheets thrown in, which doesn't 
work very well. What we've tried to is moke 
the strategy game came alive with pictures, 
sounds and movement so that you get the 
feeling that you're trying lo control a real 
world, Whenever something happens we 
want to show people." 

The result is a veritable orgy of graphical 
integration. The map system at the heart of 
ihe display is entirely fractal- based. From 
the main map it's possible to zoom inlo a 
variety of smaller mops which geographi- 
cally resemble the original. 

In bottle, this landscape isn't jusl for show, 
ihe 3D actually influences Ihe course of Ihe 




THE MAIN MAP screen provide* an overall world view. A single click on the relevant 
Icon (the graphic* haven't been completed yel) shows (tie distribution of army units, 
cities and leu links. Note* that In keeping with Steve's stringent principles of on-screen 
economy , all Ihe- Information you need On your financial affairs Is displayed In three 
pile* of coins. These show Incoming tax, outgoing expenses, and the amount currently 
In your treasury, 


THE MAIN WORK screen scroll? in 
glorious fractal 3D at around 12 cycles. 
It's, here that you perform your day-to-day 
duties and gain in-depth information on 
unit* and cities. This is where ihe 
resemblance lo Powermgn^ar ie at its 
most obvious, although Steve is ouSck to 
point out thai this Is only superficial: 
'"Powermonger runs fast when you've 
hardly got any map on Ihe screen. When 
Ihere are lots of polygons It slows down 
lo an absolute crawl, We've gone for 
speed ol update rather than zoom In and 
twist ability so that you can scroti around 
the map at a decent frame rule and get 
response from the icons. It feels more 
arcadey, less stodgy." 


IN THE SPIRIT ol graphical integration, 
clicking on individual army units brings up 
a detailed illustration of exactly the race 
and type of soldier you're dealing with, 
With a couple of extra clicks you can 
re-equip this Amazon entirely, transform 
ha* Into a heavily-armoured Infantryperson 
or give her a horse end promote her to 
the cavalry. Weapon* are always avail Eble 
as long as you have the cash , sc it'* 
entirely up to you whether you build up a 
small company of elite troops with 
excellent weapons or make do with a 
larger, more ramshackle bunch. 
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conflict. If you're up the hill and charging 
downwards you'll have the advantage 
ove r the people comi ng up. In a large- sea le 
confrontation if s possible la focus on 
specific unitsand change their formation or 
t move rhem around accordingly. 

"Inevitably, the obvious comparison is 
with Powermvnger, but I think we've gone 
quite a long way towards a better solution 
than that," enthuses Steve. The point is that 
everything i s relevant. If you wont to look al 
a dry you get a proper piclure rather than 
just a few words." From this picture, the 
player can tell whether the city is large or 


smoll ond here's specific text lo indicate rhe 
mood of rhe people * whether they're 
hungry, ecstatic or depressed. 

Accordi ng to Gruftgold, the best strategy 
games are like Chess; it doesn't lake long to 
grasp the rules, but you con spend a lifetime 
learning how to use them. Right from the 
start the aim wos to front a complex word 
model with a simple user interface, "There's 
no need to worry about how to do things - 
you can just concentrate on deciding what 
to do" 

A la rge ch unk af development time so far 
has gone into wti ittli ng the icons down ro a 


■ i ■* 

V w 


• • • • > „ W W 



■-Hit 4wee# t^^m hi-^w tit 1 II 



SO FAR Rw/ms uses around 20C different sprites, ranging from giant urtrt Illustrations 
through lo the tiny animated Goldi&rS Shown here Rteve is determined In keep In as 
much animation as possible, including a spectacular five-frame waterfall - however, rl 
memory pressures demand, the more peripheral effects will have to go. 

minimum. Wherever possible, the obvious 
should olwoys work; rf you want move 
your troops around., for example, you 
simply dick once on the men you want lo 
move, once on the place you want them to 
move to r ond they'll automatically 
negotiote the landscape to get there. 

The world model has been designed to 
tutor rhe player, ii continues evolving 
whether or not you participate in its history 
and displays o series of prompts and 
messages designed to spur you into action. 
This hosobviousadvantages for beginners ■ 
for a crash course in how fhings work, juif iir 
back, relax and learn as the action unfolds 
Beneath this deceptively simple surface 



EACH OF THE FIVE races Is divided into a number of sub-species (good and bed 
elves, for example) and has different fighting abilities., especially when It comes to 
using weapons. A heavily-armoured rnan can see off UghS orcish Infantry fairly 
smartish, but an elf with a bow hv almost unbeatable. 


HUGE FIGURES tide this are vital tor 
atmosphere but heavy on memory. Before 
compression, they notch up a massive 
55k. 



ALTHOUGH 
EVENTS have a 
tendency to evolve 
independently, 
even af the 
outermost reaches 
of your empire, It's 
vital to keep 
abreast flt eK4t% 
whet la going Dn. 
For now 

Hawkmoor seems 
fairly peaceful:: If 
yOu bent a party of 
troops hare they'd 
b** given a friendly 

reception, have a 
good time, end 
boost morale, tf , 
however, the 
people were 
hostile or in 
alliance with 
somebody else, 
your soldiers 
woo Id 

automatically ley 
siege and block off 
any relevant supply 
routes. 
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need's to think in o Chess game, but at '|iM Jul' il 
arcade speed the computer's got to keep ilMM|dHMfl 


game, every port of which has been 
palnito kingly worked out for maximum 
potential. Steve adapted the mop editor 
used to plot patrol points in Simulcra to 
position cities and build up interdependent 
structures, by hand: "This isn't going to be the 
kind of game that hos six million random 
starting points, because I'm trying to creote 
a really interesting world to fight for,' 

The city models lake account of a variety 
oj different factors whenever a financial 
decision is made. Nothing is as straightfor- 
ward as if sEjems, even if you start with the 
biggest empire on the map: the larger your 
kingdom, the more prone it is to develop! no 
factions which have o tendency to split off 

Whatever you do, if s vital to consider all 
of the possible consequences of your 
actions. For exam pie, you might Ihini? that to 
make o city grow, a II you need to do is cut its 
ta xes. J ust when you thin k all your problems 
are over, you're faced with a population 
explosion, an influx of immigrants encour- 
aged by the thought of easy pickings and 
incipient famine. "That's one reason why a 
message feedback system is so vital," 
explains Steve. "You ignore complaints 
from your subjects at your peril," Leave 
them alone too long and they begin to 
change their allegiance by trading with less 
bashful emperors. 

Perfecting this artificial intelligence is a 
mind-boggling process that Steve and the 
team is still trying to get to grips with: "In this 
kind of game the worst bit is trying to make 
the computer play so that you fed youVe up 
against a proper player. The problem is that 
i1 can't take loo much time or memqry, It 
doesn't matter how much time the computer 


NO DEFINITE SOUND work has begun as yet, but there 
are plans to specially re-write the in -ho use generator 
Grcrftgold'i resident sound expert Jason Page, has what 
are mysteriously described as big ideas' At this slage they 
en compass between 50 or 60 samples and the concept of 
orchestral r>g a variety of diff e re nt f ones and so u n d effects 
into something more like a film score than a tune. The 
sounds won't be predetermined, instead they'll actually 
respond to how well you' re doing in the game - increasing 
in volume when things get exciting and easing off when 
things cool down. The advantage is that you end up with a 
soundtrack that doesn't repeat itself too often, become 
tedious, or get on your nerves. 


on, 


lethe game s going 


It may be tough, but Steve isn't daunted: 
"Lost year we didn't think that the 3D map 
would be possible at the frame rate we 
wanted, but we're reaJly pleased with lhat 
now." He's confident thgt come summer 
hell be sayi ng exactly the same thing about 
the Al. "It's already storting to come 
together." 

Meanwhile, Groftgold has plenty of 
other irons in the fire. Fire And /oe, an 
arcade cutesy in the mould of Rainbow 
Islands, is currently being programmed by 
the other Groftgold supremo Andrew 
Br-aybrook and plans are afoot to convert 
Paradroid to the PC Engine for NEC. 
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developed using PC* 
running the infamous 
Vekror 

GrarWReorbme 
development ^stern 
5/iasm. It's been jplit 
into a number of 
development 
modules so mar <j| 
ihrcc varsians are 
actualty sn progress 
at ones. Different 
modifies are 
developed on 
different machine* 
Ortd then -converted 
across. It's too soon 
1q say how much 
space alt of this data 
fe* going lo take up, 
but the in-home 
compressor it 
definitely going 1o be 
coiled in for the 
memory-intensive 
sheet graphics whkh 
it con reduce to 
around 35 per cent 
And because 
everyone at 
Graflgald hales disk 
swapping and 
accessing they'll <i ] \ 
be doing their best 
t« keep that to a 
minimum 
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things era going well, more ruins tt they're noL 
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FORGET COMPLEX MENUS and long instruction books, It takes just a few Icons lo control 
your empire, but hours to work out exactly how to use them best. 



THE GUYS that make it possible. Steve Turner and the rest ot the 
beys with the brains. 
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Ocean's 
latest is set 
in a land of 
little 
people - 
Ciaran 
Brennan 
plays 
Gulliver. 
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TS NOT EXACTLY RARE thai a 
couple of new faces appear in the 
offices of a major software 
company drop a disk or two on the 
development manager's desk ond 
announce thgt they've almost finished a 
game that's good enough for publication. 

What is rare - extremely rare in fact — is 
to find mat they're right. 

Paul Oglesby and Damian Slee are the 
duo in question ond lfi« game they 
confidently presented to Ocean contained 
an early demo of a platform-based 
blend of action and strategy, held together 
and spiced up with a healthy dose of goad 
humour. 

Collectively known as Nirvana Systems, 
Paul and Damion have lived in close 
proximity in Harrogate for longer than 
either cares to remember. Consequently, 
their coming together as the latest in a long 
line of programming duos was less than 
dramatic, "After we'd both finished Univer- 
sity, Paul came around one day and said 
why don't we write a game?'," explains 
Damian. 

So hod the pair whiled away their 
younger days in front of a monitor screen? 
"No, not really," Paul reflects, "my brother 
had p BBC and I played a lot of games on 
that, but nothing much otherwise," 

But despite this relative lock of gaming 
experience, the idea that they should 
combine their talents in this way doesn't 
seem so unusual when you learn thai Paul 
studied animation at college, while Damian 
took computer sciences marriage made in 
heaven as far as game development is 
concerned. 

And so to the teom's first efforts. Elf takes 
up the story of o diminutive chap called 
Cornelius who find? himself in the unlikely 
role of hero when he has to rescue his 
girlfriend who's been kidnapped by an evil' 
gang. The exact nature of this gang, and 
why they should be kidnapping girls hasn't 
been decided as yet but Damian is keen to 
pumi out that the plot isn't simply the some 
old fore; "Ifs a pretty well-used storyline 


really/ he admits, "but it's gat quite a good 
twist at the end " 

To get his old lady back where she 
belongs, Cornelius has to negotiate six 
levels - most of which comprise over 1 00 
screensl The little blighter works his way up 
from his initial slandord weapon through a 
series of spells and upgrades to eventually 
become the toughest Imp on the block. 

It's not fust a matter of massive death and 
mayhem though. Some of the obelisks 
which block our hero's path are indestructi- 
ble, so in addition to shooting [ust about 
everything thot hops, skips and crawls 
through this fairy tale land, ifs also 
necessary la work out the best route to get 
to the end of each section. 

Because many of the screens hove to be 
'solved' as separate puzzles, the boys 
weren't able to scroll throughout the 
environment. Instead, the transition from 
screen to screen is accomplished vio some 
impressive 'bursl scrolling' - where play 
stops momentarily and, rather than simply 
flicking to ihe next screen, the whole image 
quickly scrolls in the appropriate direction 
ond the action starts again in front of 
another sialic backdrop (it's not known at 
this point whether this feature will make it 
across to the ST version). 

This impressive feature is only one of 
mgny that hove been incorporated in the 
program: the way the multi-coloured 
screen fades to silhouette when Cornelius 
enters the shop and the 'reflection' of 
images En shimmering wafer con only be 
described as delicious, 

So what's next for the men from Nirva no? 
The/ re remaining quite light-lipped about 
the form that their next gome will take, 
divulgi ng no more tha n tha t it will be a space 
game and that it will probably be published 
by Oceon. 

One thing's far sure though, if future 
product retains the quality displayed in this 
initial effort, then it shouldn't be too long 
before- l Hi little Elf is reploced by a 
developing giant. 




DOORS, LADDERS, cute {and not bo cute) wildlife and 
Cemefiiw himself, EH"> environment is nothing if not pretty, but 
our hero has little chance to take in the sights as things are 

about to start hitting the tan... 


fit :1-F*f 


n ttfg ftm* - fimif *■• ****** 



OUTSIDE ONE OF THE many shops (left), 
Our hero has \us\ a couple more bad guys 
to see off before he can pep in for a 
browse. 

ONCE INSIDE (below), you're presented 
with a tis-t of options: the Idee of selecting 
your own power-upt ism new by any 
moans, but it's rarely been executed with 
as. much style as you see her*. In this 
little emporium, ihe idea is to Swap the 
herbs end pels' that you've collected 
along the way for a variety of useful 

spells. 
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THIS WORLD is really buzzing; the top 
six panels ars animation frames ol some 
Of the 'living' llo-ating platform!, while 
the remainder are some ol the less- 
Intlmidating inhabitants (check out those 
nauseating bunnies though 
euuugghhrV}. It doesn't do too much 
harm to Knock off even the cuteet 01 
these sprites, H does however affect 
your eventual 'nicertess' rating, which, in 
turn, effects which Of the two end 
sequences you see, 


l* ilKMf 

T t '■Vet 



OUR HE HO is b man of many talents walking, jumping and 
ducking are just three of them, as Illustrated by tt»M 

animation frames, 
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IT'S NOT NECESSARY to destroy every- 
thing that moves in tact, it's sometimes 
desirable to stop awhile and shool The 
breeze with the locals (ralhar Than simply 
shooting them). This chap on the loft lor 
example, looks like an interesting type.., 

,..IF YOU DO choose to take a break from 
killing cutive, you'll find yourself at this 
intricate interaction' screen (belOw). The 
intricacy and attention to detail doesn't 
slop et the graphics either - there's eome 
genuinely funny banter to be engaged in... 

is your wll up to the Job? 
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Sixty years ago tn 
saved from the threat of destruction at the hands of 
invading hordes; but a prosperous future was denied by a 
greater enemy - the Earth's changing climate, fteelalmed by 
the seas which had created her, Midwinter was abandoned 
by her people, in search of a home on any friendly island 
standing tail above the rising seas. 


^. -V "In the more temperate equatorial 
11^^ V ' reacne s of the Atlantic, only one of 
K ; forty-two islands held out a hand, 

' welcoming the survivors into the 

— v ■ mtitk^^j Atlantic Federation, a force for 

peace, prosperity and democracy, But the new home is threatened 
by the evil Saharan Empire, a mighty military dictatorship based 
on the African mainland, already enslaving the other island 
communities, and ultimately intent on conflict with the Federation. 

The enslaved islands are home to freedom fighters looking to 
break free from Saharan domination and join the Federation. The 
mammoth task facing the Federation is to covertly aid the 
liberation of as many islands as possible before the Saharan 
Empire makes its final push for Atlantic domination. The Flames of 
Freedom must be lit. The torch is about to be passed to you," 
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ATARI ST 
SCREEMSHOTS 


Push your body and your wits for hours on end against the most amazing, exciting and adventurous 



As the best Field Agent the Atlantic Federation has, you 
are charged with the execution of highly dangerous 
clandestine missions on each of the forty-one islands. 
Each island has its own political, administrative and 
cultural perspective, so each mission will require 
different aspects of your chosen physical, mental and 
psychological skills. 


o 
o 
o 
o 
o 
o 
o 
o 
o 
o 
o: 

O; 

Pi 
o 

O; 

o; 


RESTRICTED 

MISSION BRIEFING - BENI MAZAR 

Your first mission objective is to sabotage a 
Power Station, You'll need to think through 
the entire process for yourself:- steal 
explosives from a local army base; find the 
engineer who designed the station; rescue his 
daughter to persuade hint to give you the 
plans; hijack a vehicle for use; dodge or 
kill the sentrys? plant the explosives, and 
finally escape unseen, 

In every mission, you are on your own, but not 
without help. There are 4000 individuals with 
which you may interact, including friends, 
foes, and foes pretending to be friends* 
Every character has their own looks, 
personality and life history to assess. You 
have twenty- four modes of transport available 
to you, across land, through the air and both 
across and through the seas. You have over a 
quarter of a million square miles to cover , 
all mapped using Maelstrom's unique 3-D light 
sourced fractal landscapes, and thousands of 
buildings to explore. 


o 
o 
o 
c 
o 
o 
o 
o 
o 
o 
o 
o 
o 
o 
o 
o 



Flames of Freedom will be available soon for your 
Commodore Amiga, Atari ST and IBM PC Compatible, from 
Rain bird, the Masters of Strategy, 
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* Sophisticated character profile 

generators allow you to choose your own 
looks, sex, psychology and physical 
characteristics. 

+ Choose to use Train! n g mode to 

practice any aspect of the game, Firefight 1 to 
try one complete mission,, or 'Campaign' to 
tackle the whole shooting match ! 


BtNt MAZAF 
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* Cover a quarter of a million square 
miles of accurately mapped 3 D terrain, 
generated by light-sourced fractal techniques. 
+ Auto-route options allow you to plan 
and execute travel within the 3-D 
automatically. 

* Interact with 4 GOO characters, each 
with an individual personal profile. 



+ Util ise 24 modes of transport, 

across land,, skies and seas 

* Fight with 12 different weapons 
against a massive array of opposing 
firepower. 

* Use your investigative and 
deductive techniques to solve endless 
challenges to aid your progress 


MARCH 
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mturous strategy game. Midwinter II, This time its personal ! 
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PROJECT 

Super Cons 2 

PUBLISHER 

Gremlin 

AUTHOR 

Magnetic Fields 
Andrew Moms 
and Jeremy Smith 
(Graphics) 
Shoun Southern 
(Programmer) 
M C Slock (Music) 

INITIATED 

October 1990 

RELEASE 
AMIGA 

End M^ch 

ATARI ST 

End March 

IBM PC AND 
COMPATIBLES 

N/A 


k Given the 
pedigree 
of the first 

Super 

Cars 

game, 
and the 

extra 
original 
features 

in this 
sequel it 
certainly 
looks like 
Gremlin 

and 
Magnetic 

Fields 
have a 

good 
chance of 

taking 

Pole 
Position 
yet again. 5 
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E REVIEWED me original Super 
Cars way back in Februo ry of last 
year (Issue 1 7). It was veteran 8- 
Bit programmer Shcvn Southern's debut 
1 6' Bit game, and one of me Few playable 
contender? for Super Sprint's crown , Since 
then a lot of water, pnd traffic, has gaoe 
under the bridge. 

Since the completion of Super Core, 
Sboun and the resi of the team at Magnetic 
Fields have stayed with the motor racing 
theme, creating Ihe superlative Lotus Esprit 
split-screen racer for Gremlin. 

When the team turned their attention to 
Super Cars 2 they decided to apply the 
successful two-player formula once more. 
Considering that the field of Super Sprirrt- 
inspired games has now increased ho 
include the likes of Badlands and Ivan 
'Iron Man' Stewart's Super Off-road 
Racer (both of which have the advantage 
of being coin-op conversions), SuperCars 2 
has a lot to do if it's to be first past the post. 
The split-screen option could be just the 
ad von rage it needs. 

Unlike Lolus Esprit, the two-player split- 
screen in Super Cars 2 can be switched off if 
you are ploying on your own. If you do play 
with a friend only one of you has to qualify i n 
each round ho ensure that both of you get 
through, 

Don't be fooled into thi nking that the split- 
screen option is the only extra feature that 
Super Cars 7 has to o tfer. The most obvious 
difference is thai the 
courses are not 
confined to a 
square area, they 
can now be all sorts 
of weird and won- 
derful shapes, 
mode more unusual 
by the addition of 
roods running dia- 
gonally. The final 
gorne will have 
either 20 or 21 
course^ split into 
three levels of diffi- 
culty - that's quite 
an improvement on 
the original game s 
nine tracks. 

There ore o few 
extra hazards to negotiate too. Some of the 
jumps now cross actual roads on other parts 
of the track. If you miss the opposite side of 
the jump the cor plummets onto the rood 
below, exploding spectaculoHy. This makes 
driving underneath jumps quite hazardous 
- other drivers have a habit of falling short 
and then falling on you! 

In addition* there ore crossover areas in 
which core hurtle in from different angles, 
bits of two-way rood, banked hills for 
overtaking, gales which open and shut 
constantly (requiring careful timing) and 
tunnels. 

Another innovative feature is the use of 
different road surfaces to off eel ihe 
ho ndling of the cors. S pil led oil and patches 
of water and mud have been carefully 
designed to odd that little bit of excitement 
to driving. Each car has o damage rating, 
and every time you get hit or go spinning 
into a wall your rating drops. If it gets too 
low your car is a write-off - 

This sequel even includes one feature that 
was pencilled in for the original but never 
quite made ft off the drawing board. Shuun 
Southern explains: *We were going to have 
a tram that crossed over the course at 


Kings Of 
The Road 


The Super Cars are back! Laurence 
Scotford goes for a ride to see if its true 
that no wardens, tickets, or clamps can 
stop them. 



certain points - you'd hove to time your run 
overthe crossing." Now, on certain courses 
you even have to drive along the tracks 
after Ihe trai n has passed! 

While the original game hod a choice of 
three cars (remember the smooth sales- 
man?}, the new game has only one, but 
there are plenty of bolt-on goodies to buy 
with your prize money. Most of the 
hardware available is the sort of stuff you'd 
expect to find in Deofhrace 2000 or Mod 
Max, like front and bock-firing missiles-, 


TECHflOPORIl 

No. of sprites; 288 definitions of the cars (32 for each of 
the nine different road slopes), 

Sprite usage; Main processor time is taken by chopping 
shadows. There ore a maximum of 1 0 cars on each half of 
screen. 

Frame Rate; No more than three frames per second, 
maybe two at times. 

Stie of Graphics Data: approximately 2 00k per sprite, 
uncompressed. There are 20 courses at 190k which 
crunches to 40k eoch. Other graphics take up about 

0,5Mb 

Size of Object Cade: 40k 

Development System; Amiga 2000 with accelerator 
board, 40Mb herd drive and 3Mb RAM runninq Hisoffs 


mines, machine guns ond armour. There's 
even a nice selection to keep the pacifists 
happy: try out turbos, or faster acceleration 
and tap speed for just a few examples. 
Rather than dealing with the blonde 
bombshell in the first gome extra parts a re 
now bought via a computer system in the 
shop. Too bad! 

To add lo Ihe atmosphere, Shoun has 
once again added some special screens 
between races. In one, a Department Of 
Transport inspector question; you on the 
highway code. Get the answers right and 
you get extra money and points, gel them 
wrong and you are heavily penalised. 

Given the pedig ree of th e first Super Co re 
game, and the extra original features in this 
sequel il certainly looks like Gremlin and 
Magnetic Fields have a good chance of 
taking pole position yet again. 


THERE ARE a lot of 
explosion sprites 

and they're all 
needed! Once your 
damage meter 
reaches zero, one 
more collision is all 
it takei lo send 
you up in smoke. 
Falling short on a 
jump Is another 
way of making a 
f I re be 


Here's how the 
original Super Cars 
looked like (above). 
It was one ol the 
more successful 

Super Sprint 
inspired product*, 
notable far its 
larger graphics 
placed into a 
scrolling window. 

rather than the 
whole playing are 
bejng squeezed 
into one screen. 
The sequel 
promises 1 to deliver 
even more 
payability. 



HERE'S WHERE 
those pretty 
explosion sprites 
get put to good 
use, Jumps are not 
only haxer- do us 
tor the oars 
attempting them, 
but also for those 
travelling 
underneath. You 
can be driving 
along, minding 
your own 
business, when 
you are suddenly 
hit by halt a ton ol 
tailing Volkswagen. 


El 
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WORK IN 



PROGRESS 


MERE'S THE main 
feature neatly de- 
monstrated - iplH- 
screen racing 10 
accommodate two 
player duels. Each 
half Of the screen 
scrolls separately 
to k&ep the respec- 
tive car centered. 



THERE IS a dehnition at Ihe car iw every 
possible direclion on each type Of road 
section - that's one hell Qf a iol af sprite 
data, but the cars in action are 
impreaslve. 




THESE STATUS panels hair* still to bfl fully implemented, but they 
will eventually provide tiselul Information during each race. It's 
always handy knowing exactly what sort of hardware you have 
left for providing the opposition With extra in-C«r ventilation. 


ANOTHER problem Is tunnets. There are a 
lew nke long ones, and since you can't 
sea what's happening it's very easy to gel 
jammed up against a wall ar to collide 
with Other CdrS. Even driving in a straight 
line is no guarantee against the reckless- 
ness of other drivers. 




THESE MINI maps 
of the courses 
show where cars 
can travel and 
where jumps and 
tunnels are located. 


A NEW addition is 
the occasional 
jump over lower 
sections of road 
(left). These might 
not look too 
difficult, but unless 
you get your 
heading and timing 
right they can be 
disastrous time 
wasters- 



SOUf HERD COmFQRT 

IT IS A TRIBUTE to Shaun Southern's programming skills 
that he has been gble to use much of the controlling code 
form the original gome in the sequel: "I took o couple of 
things out/ he explains, "and tidied it up a bit. It actually 
runs a lihie too fast ot the moment." 

The cars ore controlled in the same way as the original 
gam e, altho ugh there is an option to change that: Tve kept 
the handling the same as in Super Cars * Shaun told us. 
TlayabilHy is the most important aspect of ibis sort of 
game, and people liked the first game because tht 
handling was good. It was easy to do things like 
ha ndbrake turns. Now you can even get the carto ta ke off 
in the air on bits of the road that aren't even jumps." 

Many of the additional features in the sequel, such as the 
trains, are ideas that Mognutic Fields hod originally 
wanted to implement in the first game, but were forced to 
leave out because of time or technical restraints: if A lot of 
extra ideas come from reviews of Super Cars," was 
Shaun's opinion (and one which should gratify much- 
maligned critics). "I think we managed to get everything 
we wanted into this one.* 1 

Perhaps because the essence of the code for Super Cars 
2 already existed, the most difficult aspect of the 
programming proved to be catering for the more 
complicated course designs. Ait the courses are built up of 
predefined graphics blocks and overlaid onto that is a 
map showing where the cars con travel, where the jumps 
are and masking so that me cars disappear when 
travelling under bridges. 

Shaun tried lots of different methods for achieving this 
particular effect before coming up with a practical one. In 
the original game the cars disappeared when they went 
under certain colours, but this method is rather too slow. 
The code in the sequel checks for the cars moving into 
certain areas from other areas and knows whereto cut off 
the sprites. The system also calculates where to place the 
shadows when the cars ore jumping. The only constraints 
imposed by the new system are mat jumps Have to be 
vertical, and bridges horizontal. 

So will there be another Super Cars game? "I don't 
know, 1 ' replies Shaun, "that's up to Gremlin , There may be 
extra course disks, those would be foirfy easy to do. The 
courses included with the acrua I game will probe bly be o n 
a disk of their own anyway. If we do an add-on disk it will 
be quite a way in the future." 

There is no news, of a PC version of Super Cars 2 at the 
moment and Mognetic Fields certainly won't be 
implementing it if there is, An ST version is definitely on the 
cards though. The team are hoping that the difference 
between graphics for each machine will be less severe 
than it was in the first game. Having said thotthe Amiga still 
uses 64 colours compared to the ST's 1 6. Essentially 
however, the courses and the gameplay will he exactly the 


same. 


At the mom ent the whole tea n i is working on Super Cars 
2 so there are no other protects in hand. Whaf s next? 
There may be a follow up to Lotus... who knows? 
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THE ZHO 

THKE5 science fiction 


S PI RACY 

" Heralded The American Computer 
Role-Playing Game of the Year!" 





YEARS F0HWHRD1 

The four legendary 
Frontier Wars have 
passed r each started 
by the Zhodani 
and each ending 
in a shaky 
peace... 


Now with 

the help of corrupt 
Imperium otlicials the 
Zhodani and the Outward 
Coalition are 
planning a fifth. 
Smuggling arms to 


BUSED ON 

vxtrv megiitrh veller 
bt game designers' 
— wwmshop, the worlds 
most popular science 
fiction Gaming system 

versrtilitt 

The most sophisticated character 
generation system ever devised; five 
military classes, more than 70 talents 
and abilities. Allows playe: to control 
character development through 5 services: 
Army, Navy. Marines, Merchants and Scouts, 


traitorous groups within Impenum borders the 
Zhodani are planning to strike from within. 

Imagination 

Flexible gaming 
system supports any 
playing strategy and 
allows multiple 
solutions to problems 
and obstacles. 





RESOURCEFULNESS 

Saving the universe costs money: 
a detailed bartering system lets players 
earn Imperial 
credits 
through 
interplanetary 
trading, with 
30 types of 
cargo. 

SCREEN SHOTS TAKEN 
FROM IBM PC VERSION 


COURAGE 

26 planets and 
satellites to explore in 
8 systems Oiled 
with exciting puzzles, 
dangerous subplots 
and interesting 
characters to 
encounter. 


FIREPOWER 

Realistic, combat sequences let 
you control each of your 
characters individually, while 
still giving general combat 
orders to the other members oi 
your party. Utilise more than 30 
weapons and skills in this 
advanced comJbaf system 

"MegaTraveUer I, a game 
that truly warrants the highest 
level of praise, the attention to 
detail makes it exceptional!" 


72 varied skills to learn 
and use including 
medical, piloting, 
communications, laser 
weapons, bribery, 
demolitions and handgun. 



Supports Acf lib Music Card and 
fleaf Sound (ct state-ot'the-ari 
muSKXtf seas, djgrtasd speech 
and feaistzc sound effects. 




"MegaTraveUer 1 is one of the finest role- 
playing computer games in ai least the 
last three or tour years, " 
"MegaTraveUer J is one oi the best 
science hction role-playing games ever 
for the computer." 

QlXyiESTAimHKyMDRAQOti^GAZItlEVS. 4 QUEST BUS1ERS 
MHOAZMEtKI 

CopVtigbl C J WQ Wtnagat Siittwar* Cafpaimttart arid 8»ro* Dmgrwri' W^HeUMp. 
tdal t* i r-u (ctH MZGATKAVniE* (ir* nofjulorKf trtdwnarJts d Gam* r*tltfJ»H 
Workshop LJtwuwtf IS CMJTR£ SOFTWARE AH fights mwmnJ 

EMPIRE SOFTWARE, 4 THE STANNETT5 , 
1AINDON NORTH TRADE CENTRE, BASILDON, ESSEX SSI 5 4DJ, 
TEL: 0266 Ml 212 
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By Royal Appointment 

Laurence Scoff or d receives a royal summons to Palace Software to witness the 
artistic talents of their top canvas creator, Jo Walker. 


ARTIST 

Jo Walker 

PUBLISHER 

Pnlnre Software 



w 


HEN ARTIST JO WALKER left 
college after studying Visual 
Communication and Graphic 
Design for four year? he opened up a copy 
of Campaign, spotted an advertisement for 
a comic artist and walked straight into 0 job 
as a graphic artist with Paloce Software. 

'My first experience of computers was 
drawing aspnte onaBBCMic ro, " rec a II 5 , o, 
'"and that killed off my enthusiasm straight 
owny We d»d get lo work with Maci ntashes 
during the finofyearot col lege - ihey didn't 
feel loo bad - but I never really considered 
computer graphics as something I might 
end up doing." 

Seeing the way Jo works, his roots in fine 
art quickly become apporent. He prefers to 
produce his artwork on paper first rf he has 
time, before transferring it to the computer 
using DPaint and Palace's home-grown 
sprite package. 

He doesn't go in for fancy hardware like 
digilisers, although he did try a graphics 
tablet once and quickly rejected it in fpvour 
of a mouse. "Doing stuff on paper is portly 
the way i was expected to work anyway/ 
Jo explains "Pete Stone, the Managing 



g RAIN ACHE DOC CORTEX prepares to tune in to the Six o' Clock News to get an 
update on the invasion of the uni verse, Demonlak hu Interrupted Doc's tee break 
no wonder he looks unhappy, 

DEMON I AK - PURE 
FICTION 

DEMONIAK IS THE FIRST RELEASE to use 
Palace's Pure Fiction adventure system. It 
sets up a game world inhabited by 
independent and intelligent characters 
who react to each other according to their 
personalities and changing relulionships. 
Unlike many adventure systems,, the 
environment is not static, but many events 
are occurring simultaneously. 

Another unique feature is the ability to 
became any of the main characters in the 
game, Events will be viewed differently 
depending on whkh character you are 
playing at the time. 

Demoniok is, to all intents and purposes, 
the Devil. At least thafs whafs easiest to 
interpret from the press release: evil 
incarnate... claws that rip at innocent 
eyes.,." and *,,rtangs mat tear the throats of 
angels." And when we're subsequently told 
that: "A universe worships at Demoniak's 
cloven feet..,* that more or less settles the 
matter. 

Anyway, the Devil jako Demoniok] has 
torn a hole in the fabric of the universe ond 




ONE MAN AND HIS 
DOG. Tap Peleee 
artist JO Walker 
takes time Out for 
a more relaxed 
moment with his 
dog Daley, who 
spends as much 
time at Palace as 
Jo does! 


MADLOK* ONE OF 
THE 

SOPERHEROES, Is 
a wizard end 
serial-killer. Does 
ttiet mean there 
wont be a sequel 
to Dsfnoniak? 


JUST ONE OF THE WEIRD and wonderful pieces occupied by equally weird and 
wonderful people that Doc'a team will have to visit on their quest to save the known 
universe. Travel the universe, meet Interesting people, and get tntaliy freaked out! 


sent his evil hordes pouring through it to 
wreak havoc, violence, and generally do 
things that aren't very polite. 

Fortunately Doc Cortex, the cleverest 
man in the universe, has spotted them ond 
he has a cunning plan. He forms a learn of 
the toughest superheroes ever,.. Johnny 
Sirius, a human-alien hybrid; Madlok. a 
wizard and serial killer; Sondro, a feminist 
psychic; and Home, a human torch. 
Together they set out la waylay the 
oncoming evil, 

If oU this sounds a bit like a new wave 
comk, thafs probably because Jo Walk^r'i 
superb artwork is accompanied by a 
storyl ine written by Alan Grant, whose plot? 
have graced comic strips such as Batman, 
Judge Dredd, RoboCop, and Strontium 
Dog. 

# Demon tok is due out in Aprii for ST, 
Amiga ond PC, priced at £ J 9. 99. However, 
if you wow/d iike o sneak previaw r the 
excellent intra sequence is available on disk 
horn most good Public Domoin libraries. 
See our Demos section for some addresses. 
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Director, like* to see drawings tint as well." 

Jo has a healthy, detached attitude 
towards having to eventually abandon 
traditional pencil and paper for a digital 
drawing board, There's never ony com- 
parison," he says. "They're very different 
media. I've been drawing with computers 
now for over ifi ree and a half yean and I've 
got used lo them, but \ like to revert bock, to 
paper when I can* 

Jo' j work has. a very distinctive comic- 
book style, but it doesn't seem lo be 
something he's cultivated, it's more of a 
natural ability; *lf's the woy mat I always 
draw an paper. My style's very square, and 
computers lend themselves very well to that 
sort of thing - they're good at drawing 
straight lines, I try and make the finished 
artwork an the computer look as much like 
the draft an paper as I can, and that's what 
takes most of the time." Jo believes that his 
Style has not really changed at all since he's 
been using computers. "Nobody tried to tell 
me how to draw in a particular way/ 1 he 
says, 

Ex-200QAD artist Mike MacMahon has 
been one influence. He used to draw the 
Sl-aine strip ond did some stuff in Judge 
□redd- Kevin O'Neill is another member of 
the 2000AD teom who wins Jo's respect 
One thing Jo certainly doesn't like is 
airb rushed artwork, he prefers- comic-style 
line artwork. 

Other than his 
work for Pa lace, the 
only commercial 
work that Jo has 
undertaken to dote 
was during his final 
year at college- "I 
do ihink about 
doing other stuff/ 
he odmitSj "but I like 
working in this 
atmosphere. 
There's not too 
much pressure, and 
ifs a lot of fun." 

Jo's first project 
for Palace was 
graphic design for 
the C64 version of 
Barbarian, orid 0 
few sprites for the 
Amiga version. He 
was also responsi- 
ble for the graphics 
on the 5T conver- 
sion. Then he went 
On to design the 
graphics for Bar- 
Dorian It. 

Currently Jo is 
working on three 
Palace projects, 
featured here, and 
is also creating the 
animation for Sttfy 
Putty for System 3. 
He hod aJso done 

some work on 
System 3's Cons- 
tructor some lime 
agOj but it has since 
been changed. 
Why? "They 
thought it was too 
weird!" Well, here's 
hoping for a lot 
more Jo Walker 
Style weird ness in 
future games. 


DANE, THE 
ROOKIE COP, gets 
down to business 
in the lab. Yep, it's 
time la waste 
some giant 
ladybirds and 
soma... arm,,, 
thing las) 
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COMPLEX 

It is 2061 and the Earth h still a beautiful place,,, for crime! Thus begins an excuse far a game that Can 
only be described as 'Police Academy meets Monty Python'. 

You play Dane, a rookie cop being put through his paces in the Complex training environment: four 
levels of combat against horrendous robot opponents. 

You want to know how horrendous these things are? Well, the decoy robots are window cleaners, 
tea ladies, ladies with shopping trolleys, and other things of that ilk - and the hostile robots gel even 
sillier, Gel fhe picture? 

The emphasis in Complex is on slick animation. The central character alone has over 120 frames of 
animation, allowing him to walk, climb, run and swing hand-to-hand. 


HOSTILE BREED 

If you lave shoot em ups, but are bored of the unimaginati ve fare 
that's formed the bulk of the games in this genre to be released of 
late, then Hostile Br&od will appeal to you. 

The setting is a research station on the planet GENARO-5. An 
earthquake has damaged the walls, rupturing them and oil owi ng 
the deadly animal and plant life to infest me eight chambers that 
fomn spokes radiating from the hub of the bose, The mutants are 
making their way towards the centre — if they gel there then the 
papulation of the bose will be wiped out 

It's up to you to use your shutHe craft, weapons built into the 
walls or Ihe chamber, a nd an army of ma iotenaoce robots to repel 
the hostile forces and repair the breaches. 

As well as traditional shoot 'em up action you must also ma npge 
the power resources of the base. Events are happening in all the 
spokes, all the time, even if you're not in them, so you must skip 
constantly back and forth between levels to prevent disaster, 

Jo's artwork for this original addition to a tarnished genre is 
brought to life by Barbarian II programmer Rob Stevens, 


I F THE 
ALIENS in 
HosWe 
Brmd reach 
the mouth 

Of 4 
Chamber 
mere is one 
last chance 
you'll Stop 
|h$m: a 
hug* sod of 
a gun, 
probably 
built by a 
company in 
ttw North 
East, 
suppliers, to 
a certain 
nation in 
the Middle 
East 
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THE WEAPONS SYSTEMS screen in Hostile Breed. The controller likes nothing 
better than wasting the flora and fauna of GENARO-5, but ha gala a mite 
stroppy it you switch his weapons system off. But then again, who wouldn't? 


PALACE'S HOME-GROWN Sprit* Software gives birth to a giant 
turtle. Ha may be green, and he may be a mutant, but he sure 
ain't no Sissy teenager... this gargantuan gastropod biteb! 


DOUBLE DARE YOU. 


Blue max 


ACES OF THE GREAT WAR 


Air Combat Simulation 

Take control of one of eight classic Wt' fighters 
and find out how good you really arc. Fly with 
the best— Richihofen. Fonck. Man nock. Ricken- 
bacher— and bun their Tricks and techniques, 

* Action dogfight, solo, and mm missions for one or two players 
using a single computer wilh Dry comhinolian of keyaoord 

joystick, or mouse. 

* Slnrtegy Dogfight: For me skilled purist, Blue Max acts like a 
h g h ly in^lli gem strofegk board game, allowing you nod your 
opponent |g worif out detoded botlte sequences end play back 
ihe moves, in ' reAltimc" 3D 

* B oirpinnes lo choose from, etith wilh its owrt highly-detailed 
frying (hmactoristiks. 

* Perform missions wilh, as, or against the Aces af the Gr«al War, 

* Dawns of historical millions around 4 different locations within 
Frdixe 



DAS BOOT 


GERMAN U-BOAT SIMULATION 


Winter, 1941. The icy waters of the North Atlan- 
tic. The deeper you dive, the greater I he pres- 
sure, Depth charges explode around you. banging on 
the hull of your L'-boa: like iron lists. Nerve and 
cunning make you the terror of the Aliied convoys, 

• ID submarine warfare: for ihe first rime, a sun warfare game le's 
you deal v»iih 'hreals oelow avid doovb he surface in a Irue three 
dimensional environment, 

• Reni comniunidatirMiS- Use the German Enigmn coding machine to 
send and receive information. 

• Many missions la choose from— into tie North Atlantic and Arctic, 
inland along the coosl of Norway, into ihe Gay of Biscay end 
through the Starts of Gibrnfler. 

• 3 differenr levek pf difficulty, from beginner to reolislic. 

• 3D grophks in 2 5a VGA colors, *i\h multiple i nterne ! and external 
camera views in a cnmplele 3D world. 


• VGA 256 
3D COLOR GRAPHICS, 
* ORIGINAL MUSIC, 
SOUND EFFECTS FOR GAME 
BLASTER, ADLIB 
SYNTHESIZER 
CARDS 



for your tocai deaier, contact: Mmdscape international Limited, fbe Coach House, Hwktunth f stat*', Stayna Hill, WfcirSusse* Rtft ? 7NC. Jet. 044 

For further information on Mindscape products and new reieasei ptfw < uii- 08 l W ?14PJ^ 


PROJECT 

WizKid 

PUBLISHER 

Ocean 

AUTHOR 

Sensible Software; 
Chris Yates 
j Programming and 
useable ideas) 
Jon Hare 
(Graphics grid 
other ideas) 

INITIATED 

May 1990 

RELEASE- 
AMIGA 

Late March 

ATARI ST 

Lcrte March 

IBM PC AND 
COMPATIBLES 

TBA 


There's a 
new kid in 
town, son 
of Wizball 
and 
brainchild 
of Sensible 
Software. 
But 

sensible is 
just about 

the most 
inapprop- 
riate thing 

that you 
could 

christen 
this baby, 
as Ciaran 

Brennan 
found when 
he visited 
the proud 

parents. 





CHIPS 


OUR HERO - tan 
or Wizard, 
brainchild of 
Sensible and 
mover in 

mysterious ways. 



T MAY HAVE BE EN a publisher's 
draam in terms of soles, but 
Wizbaif was a reviewer's night- 
mare - how do you categorise a game 
where the main ehoraderisa bouncing ball 
and the ultimate aim is to mix your paints 
properly? 

But if things Kjrr> oul the way Sensible 
Software's Chris Yates and Jan Hare plan 
them (actually,, plan is probably too strong a 
word for it), then this sequel could end up 
making the 8-bil classic leak positively 
conventional. 

The Sensible boys call ft a 'block em up', 
but Ihis hardly describes a game that's part 
shoot em up r port A^Qftotd- clone ond P if it 
continues to develop along as many paths 
as it is at the moment, it could end up port 
flig hf simulator a nd pa rt pai nt package too! 

And speaking of paint packages. Mr. 
Hare fries to explain me game's origins: "It 
started off originally as a painting gome 
where you had black and white back- 
grounds and you used your player to colour 
them in. As you -coloured them in they came 
to life. The reoson thai this didn't work 
though was mat it looked bloody awful, we 
hod half-pointed and ho lf-un painted 
screens." 1 

But where d id a n idea like thai come from 
anyhow? Jonexploins: "My favourite game 
is Dpaini ii I've clacked that one!" 

Asthe boys seem to be mok in g rhi s one up 
as they go along., it hardly seems worth it to 
describe how the game works... bul here 
goes anyway. 

Th» idea is to guide WizKid around a 
series of screens, detaching his head ond 
using it (or a hammer thai 1 he collects along 
the way) to bash away the Arkanoid-style 
blocks which make up each screen . Time this 
properly and the falling blocks dispatch the 
marauding aliens, clearing the way to the 
next screen in the process. 

Confused? I am. Maybe Phe ever-helpful 
Jon can shed a little illumination on the 
subject: "This gome is visionary. If $ going to 
moke Mantc Miner look positively...' 

"Playable?* Interjects Chris. 

In Fact r payability is the least of WizKid's 
worries. In oil there ore 10 seporoPe levels 
to conquer, each with 1 0 separate 'tile' 
sc reens to clea r, However, it won't just be a 
cose of ploug hi ng Phrough the screens from 
one to ten... as rf you ever imagined that it 
would be. 



TALK ABOUT 
BEING IN THE 
DOG'S HOUSE! 
Keeping man's 
beat friend happy 
is all-important, so 

in a real case of 
'man bites dog 1 It'a 
your duty to deliver 

Old Barky Itie 
newspaper so tbat 
he can rest In 
peace. 


Ever eoger Po help exploin the unexp- 
loinablejon describesthe philosophy: "We 
wanted to get it so thai you could play the 
game without seeing all of the levels. You 
know like in Svper Mario where you go into 
the 'skip level' thing to miss levels out, Well 
we've decided to da it the other way, where 
if you play Phe game ol the mosf basic level, 
without exploring everything, you skip 
levels. 

"So, just say that there are TO levels like 
we're working on ot the moment, the 
sequence would go something like one, 
foun seven - you'd miss out all ofthe ones in 
between,, unless you'd done all of the bits 
and pieces Po discover the other levels." 

"The hidden features come from two 
different sources. Some of them come from 
behind Phe files when you bosh Phem awoy, 
and some of (hem are hidden in the 
background graphics. You've got to 


combine Phe ones from the tile screens with 
the features from the backgrounds to 
access the hidden levels." 

"So. whaf happens Phcr following the 
basic Standard game, you play o level 
which has got 1 0 tile screens. To complete o 
tile screen you have to kill all of the aliens 
thof are assigned lo that tile screen." 

Well' it's o good thing that thaf s all been 
explained lo everyone's satisfaction. So, 
what about o plot? Once again Jon is only 
happy to fill in the gaps (and open up a few 
more- "WizKid is the son of Wizboll's 
Wizard and Phe boll - the boll was a giri, 
arm... ond the acolyte was a boy. Anyhow r 
if 1 1 all be in the instructions.'' 

If there's one thing Phot's come through 
from th»s so -co I led interview, ifsthot WizKid 
s likely to be one of the most enjoyable 
and difficult to calegorise - games, since... 
WizBaPI. Now that can't be bad. Con ih? 


WORK IN 


1 
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IT'S ALL ABOUT GETTING your Ying 
balanced with your Yang..- or maybe not. 
In any case, these Ying/Yang symbol* 
aren't all that they seem - some ere 
simple bricks which disappear end causa 
alien trauma with m* bat d them, while 
some simply chime with a resounding 
boooongggg' when the WIzKid gives 
them the old Glasgow kiss (that's a 
head-butt to you and ma). Observant 
readers may notice what looks like a 
small bomb (with ayes) atop one of the 
symbols - this Is in fad the Kid's special 
■exploding head (tear not child invars,, hs'a 
awarded with a replacement before you 
hhve Time Id say "Crikey* Thar child's 
heed has just exploded 



"THE ALIENS SHOULD be vaguely relevant to the 
backgrounds," according to Chris, so what sort of backgrounds 
can cater for butterfttea, bees, penguins and... hippies on pogo 
sticks??? 


■he 

VL-I 

en 
ins 

■en 
>o, 
nly 
sw 
ill's 

id 

Kid 
I? 


JON HARE tbe man behind the 
penguins, peanuts, butterflies.,. 




THE KID GOES NUTS as he fries to pick up a penguin. Note the musical symbol on top 
ot ihe ceniral bag ot iiuis A & our hero collects these notes tbey appear on the stave 
above the screen - complete a musical passage and you're treated to a simple 
rendition of a classic' tune {Viva Espanm, Stylophone-etyls anyone ?(. This will be 
closely tol lowed by.., who knows? One of the original ideas for this passage was that 
a centipede would appear on screen and play the lune as a stringed quartet - this, 
however, may never make It from the drawing board 

WELL, WELL! 
wizKid makes his 
way into one of the 

many bidden 
screens, but If he 
kicks the bucket 
he could be 
heading lot a 
watery grave. 


CHRIS YATES; the, If you will, 'brains 1 
behind W&Kitl. 
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COMPETITION 


THE ONE 


MARCH 1991 



THE DRIVING 
EXPERIENCE OF 

A LIFETIME 



S GOLD HOPES to race ahead of the pack with 
the release of its conversion of the fabulous 
I Seg a coin ■ op. Super Monaco GPin March This 
super-fast Formula 1 racer caused quite a stir when -it first 
appeared in the nation's arcades, not least because of its 
amazing realism: ihe sit-down cabinet incorporates 
true-to-life gear changes and a steering wheal that 
threatens to wrench your arms off if you lose control at a 
comer. 

But no matter how realistic Sega s machine is, there 
are still peop le out t here who would rathe r ex pe ri ence the 
thrills and spills of motor racing first hand - and if you're 
one of those people, then why not enter this great free 
competition to win a session at the John Watson 
Performance Driving Centre Racing School at the world 
famous Silverstone circuit? 

US Gold is offering an all- expenses-paid trip to 
Silverstone, where each the lucky winner can choose 
between putting a single- sealer race car or a high 
performance saloon through its paces. And what's more 
you can even bring a friend along for the ride! 

'The session lasts approximately two hours, including 
instruction on the theory of racing, safety, car handling 
and racing techniques ■ but stilJ leaves as much time as 
possible for the great on-track experience. 

And best of all, it could hardly be easier to win this 
fabulous prize. Alf you have to do is study the following 
three questions, pop your answers on a postcard (or the 
back of a sealed envelope) and send it to: Monaco 
Mystery, The One, EMAP Images, Priory Court, 30*32 
Farringdo n Lane . London EC1R3AU, to ar rive no later 
than Friday March Bth 1 99 1 . Don ' t forget to incl ude you r 
name, address and the type of machine you use. 

THE RULES 

Although 1his comprtlbon 4 op#n to readers or al 0903, 1or insurance reasons, Ihe 
winner must hoM * full driver's iwenca (iP you wn and don 1 have ih* necessary 
paperwork, you can nominate a pair of Ikxnoe-hottng friends In cotecr. you- pnzef 
Nosubsrrlute pn;e will hn awarded, Employeesol EMAP Images, US Gold, Saga and 
trie Jcfm W«1*on Performance Driving Centre, or 1heir relatives, may noi enter The 
ixJrtnr s decisc s hnal and no correspondence will rjir ivirirnrl inio 


TWO PROFESSIONAL 
MOTOR RACING 
LESSONS UP FOR 
GRABS IN THIS GREAT 
SUPER MONACO GP 
COMPETITION 



1 . Which famous British 
sportsman drives for 
Ferrari's Formula 1 racing 
team? 

a) Jocky Wilson 

b) Nigel Mansell 

c) Eddie The Eagle' 
Edwards 


THE QUESTIONS 


2. Who is the former 
British Motor Racing 
World Champion who now 
breeds budgies? 

a) Andrew Ridgeley 

b) Tony Adams 

c) James Hunt 


3. Which of the following 
is another Sega driving 
coin-op converted by US 
Gold? 

a) OutRun 

b) Teenage Mutant Hero 
Turtles 

c) E.S.W.A.T. 


WORLDWIDE 
SOFTWARE 
106 A Chill well Road, Bees (on. 
Nottingham NG9 IE? 


WORLDWIDE 


r:3 


WORLDWIDE 
SOFTWARE 
106 A Chi II well Road, Bees ton. 
Nottingham NG9 1 ES 



• FREE Catalogue Disk (Plus latesl demos when available) wllh every Ordw over £10,00 

• Ail orders despatched by 1 at class post • Quality products at keenest prices 

• 7 day 24 hour ordering • Credit card accounts debited only on despatch of goods 

• Complete customer satisfaction is our aim 


Order by Telephone; 

by fax: 
by Mail: 


Credit car over telephone lines 
0602 2521 1 3 0602 225 368 

Fax. your order with credit card details 
0602 430477 

Send payment with order 


Please give your name, address, telephone no., software title, price advertised and computer type. 


Worldwide Pack 1 


Amiga Second Drive 
+ Any 3 software lilies 
with our advertised price 
of £17.95 or less 

ONLY £109.99 
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Worldwide Pack 2 


Ampga Second Drive 
+ Any 2 software biles 
with our advertised price 
gf £17.95 or less 

ONLY £99.99 
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Worldwide Pack 3 


Am>aa \12 Meg Upgrade 
+ Any 2 software lilies 
with our advertised price 
of £22,95 or less 

ONLY £89.99 
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DRIVING 
MACHINE 


IT MAY 
LOOK LIKE 
9 genuine 
four-wheeled 
fantasy; but 
believe it 
not, this 
American 
Dream is in 
fact a 
remote- 
controlled 
model - 
and it could 
be your 
remote- 
controlled 
model if 
you come 
up trumps 
in this 
simple-to- 
enter SWf 
teaser. 



FROM 
STORM 



torm has decided to 
celebrate the release of 
its all-action one or 
two-player blaster by offering 
this fantastic prize to one lucky 
reader of The One. 

Whoever's the first out of the 
bag in this simple competition 
will walk away with the fabulous 
'Midnight Pumpkin' - a 1/14th 
scale, customised 1953 Ford 
F-100 pick-up truck, complete 
with trigger-style remote control. 
It may not have a heated rear 


windscreen or intermittent 
windscreen wiper speeds 
(actually, it doesn't have any 
windscreen wipers), but it does 
have switch-selected 
turbocharging and a coil-spring 
damped suspension system to 
give it an edge in getting to 
those remote parts that other 
pick-ups can't quite seem to 
reach. 

And believe it or not, all you 
have to do to get your hands on 
this raging beast is answer the 


following three questions... 

1. What company produced the 
Silkworm coin -op? 

2. What was Storm's first 
release? 

3. What rating does SW/V 
receive in this issue? 

Got the answers? Then pop them 
on the back of a postcard along 
with your name r address and 
choice of computer and send 
them to SWJV TASTIC. The One, 
EMAP Images, Priory Court, 
30-32 Farringdon Lane, London 


EC1R 3AU to arrive no later than 
Friday March 8th 1991 (if you're 
stuck for a postcard, use the 
back of a sealed envelope 
instead - who'll know the 
difference?). 

THE RULES 

The winner will be announced in a 
forthcoming issue of The Ort#. The 
editor's decision is final and no 
correspondence will be entered into, 
Employees ol Storm and EMAP Images 
and their friends, relations and even close 
acquaintances shouldn't enter - it is 
a bil naughty really isn't it? 


FEATURE 


Buying a 
computer means 
hours of fast, 
furious 

entertainment 
with fun-loving 
family and 
envious friends. 
But could it also 
mean cancer, 
cataracts and 
infertility? We 
get the 
Jowdown. 


EELING 

LISTLESS, tired 
and washed out? 
Are your eves burning? 
Dues your back ache? 
Do your wrists feel sore? 
Are you depressed? If 
you answered yes to any 
of these questions, and 
you've just spent a 
couple of hours hunched 
over the keyboard or a 
crucial game of Xenon 2, 
pay attention, ft could be 
that your computer is 
makFFig you sick. 

A game is like a bag 
of chips: it's great in 
small doses but very 
dangerous if you 
overindulge. Stuff 
yourself with chocolate, 
chips and other fatty 
foods and you'll become 
a number one candidate 
for heart disease - 
overdo things on the 
gaming front and you 
could be risking 
anything from acne to 
sterility. 

So far there haven't 
been any studies large 
or comprehensive 
enough to be totally 
conclusive, but we do 
know roughly what the 
dangers are. The 
low-down is this: if you 
spend more than a 
couple of hours each 
day in close communion 
with your joystick and 
don't take the proper 
precautions, you too 
could be at risk. 


ADDICTION. Games aren't 
inherency addictive like 
alcohol or nicotine but 
using your computer 
persistant*/ for hours, 
days and nights on end 
can Nave the same 
compulsive effect. If you 
shun the company of 
other people, feet 
overpowered by your 
digital obsession and get 
irritable when anything or 
anyone gets in the way of 
your daily fljc, you're 
hooked. 


DERMATITIS, Whether 
you've got eczema r 
rosacea, seborrhoeic 
dermatitis or just plain 
old ordinary spots, the 
radiation emissions, static 
electricity and dry 
atmosphere generated by 
your games machine are 
likely to make them 
worse 


IMPAIRED HEARING. 
Continuous exposure to 
badly-adjusted 
headphones or noisy 
printers may cause aural 
problems ranging from 
minor complaints to - at 
Worst - deafness or 
tinnitus {a continuous 
ringing or buzzing noise 
in the head). 


ACHES AND PAINS Are 
you a slouch? Do you 
hunch over your joystick, 
perched on a floor or the 
edge of a rickety chair? 
Bad pasture, lack of rest 
and continuously twisting 
your head to look at the 
screen can cause 
backache, neck strain and 
general muscle fatigue. 


YOUR CHAIR MUST 
PROVIDE sufficient beck 
support, be comfortable 
and correctly placed. If 
you can't see the screen 
without straining your 
head or your feet 
dangling a foot off the 
floor, change it. 
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■ f? r V a " V *? &S h f? losin 9 madfl vou want *° the cat and imash your 
monitor m? Feelings of irritability, frustration, sweaty palms and nervous headaches are 
afl symptoms of stress. By itself, losing your head because the one-eyed mutant Aaolotls 
from Bhpworld have invaded Planet Zog shouJdn't be enough to get Joe reaching for the 
Valium, alternatively, if you're already stressed by other factors (work, exams fsligue 
rtc), staying up all night to finish Dungeon Master will only make the symptoms worse 




IMPAIRED VISION. Staring at a 
bright, flickering screen for hours at 
a stretch can cause muscle fatigue 
The result: sore eyes, headaches, 
blurred and double vision. The lack 
of humidity around VDUs can dry 
contact lenses and make them more 
uncomfortable, Net only that, but 
persistent exposure to VDU radiation 
may even be finked with cataracts. 



1 




MALE REPRODUCTIVE PROBLEMS. Exposure to microwave and other forms of 
electromagnetic radiation have been finked with loss of libido, testicular damaoe 
and sterihty. y 
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THE DRY ATMOSPHERE generated by a VDU is aggravated if you've 
plonked your computer in it room that's hot, centrally heated, 
chronically stuffy and badly ventilated anyway. 


REPETITIVE STRAIN INJURY. RSI is caused by repetitive movement performed in 
the shttih fixed position for long periods of time. Symptoms are pain and stiffness 
around the- wrist caused by the inflammation of tendons and tissues. It's much 
more common among typists and keyboard operators, hut continuous joystick 
juggling could have the same result. Chronic RSI can be crippling and may force 
you to give up your job. 



POOR OR IRRITATINGLV BRIGHT lighting 
{especially fluorescent tubes) is a prime 
cause of eye-strain, 


MONITORS AND TV 
SCREENS emit 
electrostatic particles 
(which charge up the dust 
and dry the atmosphere], 
radiation and 
electromagnetic fields 
which are actually 
stronger behind and to 
the side of a monitor than 
in front. Positioned near 
windows or a bright light, 
screens are also subject 
to Irritating glare, 

CANCER. Computers may 
rank with saccharin h, 
burnt toast and cling film 
as a potential source of 
carcinogenic substances, 
Recent studies suggest 
that extremely 
loW'frequency 
electromagnetic fields 
{such as those found 
around a power cable, an 
electric blanket or a 
standard VDU) could be 
linked to leukaemia, 
lymphoma and brain 
cancer. 

A BADLY POSITIONED 
KEYBOARD near the edge 
of a desk (forcing you to 
rest your hands on the 
sharp surface), too high 
or too low, can result in 
RSI and muscle strain. 

SHOCKS AND BURNS, 
Caused by badly-wired 
equipment or electrical 
overload prompted by 
trying to run too many 
appliances from a single 
socket. If you smoke, flick 
your ash into the proper 
receptacle - accidents are 
frequently caused When 
bins and computer paper 
catch fire, 

TWISTED, SPRAINED AND 
BROKEN LIMBS. One of 
the moat frequent causes 
of accidents with 
computers has nothing to 
do with anything as 
complex as static 
electricity or radiation; 
you're much more likely 
to hurt yourself by 
tripping over a loose 
cable. 


HE TEN-POINT 
LAN FOR 

IEALTH 

S EVER, THE SECRET 
OF a long and healthy 
life with your computer 
common sense. As long as 
you don't overdo things you 
shouldn't suffer from any 
ill-effects. In fact, if it's 
approached in the right spirit, 
playing with your computer 
can be positively beneficial: it 
can help you to wind down, it 
can encourage you to socialise 
and it's even been known to 
improve hand -eye 
co-ordination in young 
children. Imagine how 
laborious life would be if you 
had to go back to doing by 
hand all those marvellous 
things your computer does 
automatically, 

if you're worried and you 
regularly spend several h^urs a 
day in front of your monitor, 
don't rush down to casualty 
and ask for a brain scan, Jusi 
foil owmg a few simple 
precautions should reduce 
your chances of suffering from 
the most uncomfortable side 
effects. 

1 . Try to limit yourself to an 
absolute maximum of four 
hours of gaming a day. 

2. Take regular breaks of about 
15 minutes every hour. 

3. Position the screen, your 
desk, chair and lighting so 
that you Ye working away 
from any annoying glare, 
"urn down the brightness 
and r if you think it's 
necessary, invest in an 
anti-glare screen. 
Choose ordinary bulbs, not 
fluorescent light to play by. 
Get a comfortable chair. 
Switch off the computer 
when you're not using it. 
Make sure you stay as far 
away from the monitor as 
possible. The safest 
distances are at least 75cm 
away from the front and 90 
cm away from the back and 
sides. 

If craning your neck just to 
get a look at the screen turns 
you into a contortionist 
overhaul your seating plan. 
Open a window. 
If you start to feel tense, go 
away and do something 
more restful instead. 



8, 


9 

10, 



42 

1 

ONE ON ONE 


THE ONE 


MARCH 1991 


ARTHUR C, CLARKE is probably 
best known for what's arguably 
the most famous science fiction 
movie of all Unit-. 20UI: A H|i«rt> 
Odyssey, which he made in colla- 
boration with Slanlev Kubrick 
between 1964 and 1968. However, 
while 200 1 is undoubtedly a mile- 
stone in the history of science 
fiction and film- making in general, 
it's only one pinnacle in a lifetime 
of achievement 

Arthur Charles Clarke was bom in 
Minehead, Somerset on December 
16th 1917 to Charles Wright 
Clarke, a lieutenant in the Royal 
Engineer*, and his wife Nora 
Mary. Following a school career at 
Huish's Grammar School in Taun- 
ton 11927 to 1936), his first job was 
as an Assistant Auditor at the 
Exchequer and Audit Department, 
London, wht't-f ht> Htuvfti until 
1941. 

Arthur C spent most of the war 
as a Flight Lieutenant in the RAF, 
where h in suitably pioneering style, 
hp was a Radar Instructor and 
Technical Officer for the first 
ground-controlled approach radar. 
When his service ended in 1946 he 
was able to turn his attention to 
further education and in 1948 he 
graduated from King's College, 
London with a B.Sc in Physics and 
Mathematics. 

For tin- nrxl twit yearn his 
expertise was put to good use as 
Assistant Editor of Science 
Abstracts a journal of the Institu- 
tion of Electrical Engineers. By 
this tirntt he* hud already become 
famous, not only as an author of 
fiction but also as a successful 
science writer. 

In 194!") Linn journal WwnvV.s- 
World had carried an article pro- 
posing the use of satellites for 
communication. The man who 
planted the seed that was to 
become a telecommunications revo- 
lution was - you. guessed it 
-Arthur C. Clarke. 

In 1963 came a marriage to 
Marilyn Mayfield, and three years 
later the Clarkes moved to Sri 
Lanka, which has been Arthurs 
home ever since. The marriage 
though was to last only I 1 years, 
ending in divorce in 1964. 

Over the next 35 years, Dr. 
Clarke became even more prolific 
as a writer of both science fiction 
and fact. Additionally, he has 
found time to undertake photo- 
graphic explorations on the Great 
Barrier Reef and the coast of Sri 
Lanka h cover three Apollo missions 
for the American TV company 
CBS, appear in a movie [Bedde 
gotna, 1979), and make two TV 
serials for Yorkshire Television 
\ Arthur C. Clarke's Mysterious 
World in 1980, and World Of 
Strange Powers in 19&4I. 

Today Arthur C. Clarke has 
over 70 books and 500 articles and 
short stories to his credit. A 
measure of his standing in both 
M-'w. nil lie: and hlwrary circles is 
indicated by his collection of over 
40 awards and honours. Even so, 
at 73 years of age Dr. Clarke has 
no intention of resting on his 
laurels - there are still great 
things to cornel 


Laurence Scotford goes One on One with the world's most 
renowned science fiction author.., 

ARTHUR C . 
CLARKE 


What inspired you to write The Ghmt From 
The Grand Banks'* Was it simply a fascination 
with the fate of the Titanic? 
I've been interested in Titanic all my bfe. In fact I 
think that 1 discuss that in one of my Strange 
Powers books. As long as I can remember I've been 
fascinated by her. 

Ghost raises many environmental issues, In 
particular man's management of the oceans. 
l>n you think that as the 2 1st century draws 
closer, the technologically advanced coun- 
tries are going to have to divert their scientific 
efforts into dealing with the Barth'a environ- 
mental problems? Well they seem to be doing 
nothing but that these days. I'm almost getting 
bored with the environmental issues, although I 
know [ shouldn't be. 

You mention in Ghost the possibility of 
mapping the ocean floors and how absurd it is 
that man knows more about the surface of the 
moon than he does about parts of his home 
planet Considering that there are parts of the 
ocean, like the Challenger deep, that are 
almost totally unexplored and may even be 
home to undocumented lifeformSt why do you 
think it is that scientists have been more 
concerned with exploring space? Do you 
think this will change? 

The sea Is, in some ways, a more difficult 
environment. But of course it is important, and 
eventually we'll gwtnjund la finding out more about 
it. while space exploration continues. 
The chapter 'Nobody Here But Us Robots' 
suggests an environment totally devoid of 
human life, but more th an capa bly handled by 
our electro-mechanical counterparts. Does 
the idea of robots working on scientific 
which may continue for several 
human Lifetimes appeal to you? It's like a 
Japanese automobile factory. Does it matter that 
the inventors wont see the result? As someone 
once said: "The first intelligent machine is the last 
invention man need ever make" Which 1 would 
rather have as "which man is ever permitted to 
make* 

One of thi« themes in Ghost seems to be that of 
'Technological Hubris 1 bringing about our 
downfall > The Titanic was thought to be 
unsinkable, but now rests on the ocean floor, 
and man's attempts to wrest her from nature's 
gri p arc equally fatal. Are you of the opinion 
that there are times when we should lea ve well 
enough alone, and thai often we undertake 
scientific ventures for no other reason than 
that we have the technology and resources to 
do so? 

Oh vury much ho. In fact I edited a book on that 
thyme, and wrote an introduction to it, on that very 



subject. An anthology called Three For Tomorrow, which is long out of 
print. And I mentioned the sort of disasters that had happened in the past, 
and there's some better examples now like Chernobyl and Challenger, 
and worse events may happen in the future. That's why I'm not too keen 
on the idea of big space colonies - they're very vulnerable. 
In both Ghost and Rendezvous With Rama two intelligent llfeforin.s 
never meet, but do discover eac h i tther 1 s artifacts. Consideri n g the 
emirmuuM gulfs of space that separate our world from those of 
other intelligent lifeforms, do you think that any contact we might 
have with them is more likely to be discovery of Lifeless legacies 
like Titanic or the capsule in Rama than the beings who built 
them? 

Yes! Of course now there's a Rama trilogy - there are three sequels. Rama II 

is already out and Th? Garden of Rama isjust completed, and the final one 
Rama Revealed we're working on right now. I think it is more likely that 
that's the sort of contact we'll have. Because of the enormous spans of 
time and space we're never likely to find intelligenllifecoincidentinboth, 
or very seldom, We may come across artifacts which give ue clues as to 
where to look for intelligent life: that's the theme of 2001, the monolith 
fulfil Ih that function. 

You are well known for the amount of painstaking research that 
goes into each novel. In the course of your research into Ghost did 
you discover anything about current nceanographic studies 
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UN Squidrnn 

1699 

16.99 

FIE CDmbaL Mot 

IE 99 

169 

■NighishrU 

18 99 

16.99 

UnlthicHiblHS 

113.96 

15.39 

FlS SMmn f-grmr 

18» 

14.9 

r4*n|a«em« 

16.99 

IE.99 


16 99 


FM RHiliaior 

U99 

169 

Nrlro 

16.99 


•Vu 

16.99 

L 39 

File on 

16 99 

1991 

■Obflw 


26 99 

Waterlw 



FikiHi Miii.aii Diil 

1399 

13.91 

QM Hp«d R*C»r 

Ui99 

16 99 

■Walk*' 

16.99 

IB.99 

h die on Miii.on One 2 

lift 

13.9 

Jp bi doun Staarcti 

16.99 

1699 

Wknga 


1999 

1 1 -ii Formula 1 

■ m 

Mi 

Doai dtiun ThundotueOi 
■ DptrsCDO Wolf 

13.99 

16.99 

"rtViya Of Futy 

13 99 

13 99 

Fir* airad Brinrsilon* 

16 J) 

169 

h.99 

b.98 

Wuball 

598 

5.99 

-FirtfaiV 

ie« 

169* 

Onimad G*ni« 

16 9 

16.9 

•WttUd 

16.99 

15.99 

Fin and FnrgjHl 2 

ii» 

\%m 

Dvairun i iMcy. 


199 

•Wolf Pick 

13 39 

19.39 

•First Semurn 

its 

169 

Pan) 

16.98 

16 99 

"WondariMid 

19 99 

1999 

nhgril ol Cht Inlrudti 

1(99 

199 

ParaJroitJ 9 

16.9 

16 99 

Z Qui 

13.39 

13.39 

Flight Sim 1 

an 



169 

169 

/j* ML*j«ck*ii 

1699 

16 99 

HMri 

1699 

16.99 


169 

169 

2arv Golt 

799 

7.90 


JOYSTICKS 


Guickjoy Jertightar ,.10 99 

QjUickjoy M b g a b □ a rd 1 9 .99 

Chootahl2S+ 9 00 

Cheetah Machl _ 939 

QuickjoyTurboZ S.99 

Ouickshat Furbo LsagacDmp] .....9.99 
Sd9a« Control Stick. , ,13-99 


BLANK DISKS 


Top Quality Unhanded dirt* 

10x3.5"D$D0 5.99 

20X3 5"DSDD 10.99 

50x3.5* DSDD 23.99 

100x3.5"OSDU 44 99 

SrindotJ Pioitf T0K 

3VDSD0 1.25 each 

3,5" DSD0 ..Miu , mi iiM iMiHim » ii tL?i eich 


AMIGA A 500 
SCREEN GEMS 
PACK 
£369.99 


SPECIAL OFFERS 


ST OR AMIGA 
£5,99 EACH 

DOUBLEDRAGON 
SILKWORM, OP WOLF, 
LAST NINJA 2, 1K + 
WIZBALL 


SPECIAL OFFER 


ST + AMIGA 
HARD DRIVIN 
ONLY 

£9.99 


SPECIAL OFFER 


ST + AMIGA 
DRAGONS BREATH 
ONLY 
£12.99 


SPECIAL OFFER 


ST ONLY 
DUNGEON MASTER + 
CHAOS STRIKES BACK 
ONLY 

£19.99 
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16 linben «art>tn* t Ctjtfftoicfe, ILottiion 2€Q Crlcpljont: OSl-747 4757 


TOP TITLES 

ST 

SuperHangw 7.99 

Batman Caped Crusader 7.99 

LastNmja 7 99 

Thunderblade 7.99 

Blasteroids . ... 7.99 

Vigilante 7 99 

Roadblarsler . 7 99 

WCLeaderboard 7 99 

GaunHeEll 7 99 

Barbarian II 7.99 

Axel Magic Hammer 7.99 

DurHun 9 99 

Moonwalknr . 9 99 

Hrt^kersGixte to me Galaxy 9 99 

PlanetfaM 9 99 

Zwkl. 9 99 

Wis-nBriOQW., 9 99 

Leather GodessPhobes 9.99 

HardDrhrinEirt 1599 

5lur>Runrici 15.99 

Turricanll , 16.99 

Hunter 15 99 

Gazzall 15 99 

Cruise lar a Corpse IB 99 

Zarathmsta. 16 99 

Operation Stealth 16.99 

TomandltifrGiiost 16.99 

Backlotrwfuiure .. 16 99 

BrunBlasler 15.99 

JupJters Masterdrrwe .. , , . 16 99 

■Mighty Bombjac* 16 99 

Sifus? 15.99 

Lord of Chaos 15 99 

Death Trap 16 99 

Lemmings .15.99 

Shocfcware 15 99 

v 1. -ci bitter 15 99 

Rotator 13.99 

DftJteros 14 99 

Tenlicle 14 99 

CarVup 14 99 

Ttva Final Whistle 8 99 

Sim Earth 16.99 

The Hunt for Red October ... 15.99 

MI029 ,15.99 

Win as ol Dealt) 15.99 

SuptrrOHRoadRacing 13 99 

Ishido 15.99 

European Super League. , 15 99 

Tt» Ultimate Ride 15 99 

Gremlins? 15 99 

Wollpack 15.99 

QtSMntAnriKS 15.99 

The Immortal 15.99 

The Final Bailie 15 99 

Murder 15.99 

Dragon Wars IS 99 

FIGCombat Pilot 15 99 

T<me Machine 15.99 

Ultimate V 19 99 

Midwinter . 19.99 

PddI of Radiance 19.99 

Conqueror 15 99 

Turrican , 13 99 

6B8 Attack Sub 15.99 

U&SJohn Young 16.99 

Sword olAugai 19 99 

BAT. 15 99 

BadlandsPele 13 99 

Powermonger 19 99 

Wings 19.99 

CrimeWave 15.99 

Their Finest Hoer 19.99 

Ldditi 19 99 

OetenderZ 13 99 

Subbuteo 15 99 

Flight ol the Intruder 19.99 

Spwdoaiiz 15 99 

Nine Lives 15 99 


mm 

7.99 
7.99 
7 99 
799 

?99 
? 99 
7 99 
7 99 
7 99 
7.99 
7.99 
9.99 
999 
9 99 
9 99 
9 99 
9 M 
999 
15.99 
15 99 
15 99 
1599 
15.99 
15.99 


99 
N 
99 
99 
1599 
16 99 
16 99 
1599 
15.99 
16.99 
15.99 
15 99 
15.99 

13 99 

14 99 

14 99 
1499 

6.99 
1699 
15.99 
15.99 

15 99 
1399 
15 99 
15 99 
1599 
15.99 
15 99 
15.99 
15 99 
15.99 
1599 
1599 
15 99 

15 99 
19.99 
19.99 
19 99 
15.99 
1399 
15.99 

16 99 
19 99 
15.99 
13 99 

1999 
15.99 
19.99 
19 99 
13 99 
1599 
19.99 

15.90 


COMPILATIONS 


tKXLYWOOO COLLECTS 

Jews Mm*-. T*+ Mm* 
ALL fOUft FOfl £*HLT C»? ft 


PLATINUM 
Bilk Snk Fo,^ 

ALL FUHJfl GAMES FGfl ONLY 



"i:wi 11 C*i:k 
Xrw I, TV Sporfc FLKiiMl. BhnrK* 

mitNwuibit 

ALL FWJR GAMES FOB ONlT C14.H 


B*t*ws 1. Run/Hnj Mwi 54*1 Win 

*n« Lfetnet 15 M 
ALL FWJB GAMES FOH OWL f till* 


11:, 1 


FULL ftAST 
G'stayo X. n*> Pup mi a. ftqftm*/ 
PmIiiiI 2 P+? '.".hiiwt C^wn»yl anM 

Foran Fwmii On* 
ALL SIX 4UMEB.ro* OHLV IT.Bt 


Hlfd OMn ARB. Xpteb Tnctejnd 
WlpM 


\i*HE S ft 


tin 


.iC.hT r :-„+:• , 


MAOHJM * 

FOB oSTt f1*» 


W^CEaS QF ft 
Mhni Dm»\ ClHM HQ, Pomiflm ik) 

ALL H1UR GAME 5- FOfl ONLY Cli.fet 


(>AI Lf UC.I Hi-. 
Kk* Or. SdfMi 5w Fqfibr 
:.'Hb . . 1 :h 1 1 1 » hikI Mii'n-ir Ftacw 
ALL FIVE GAMES FOH 0*B.T fcl/ UW 


FLIGHT COMMAND 
Fbrvutix 3lrfc# Fgre* Hyiiir 
ar,:ajlfr- Fo* md a r Ou> 
LL RYE CUMES FOfl OWLY TO M 


FUN BOX 

AuiFKrifM 9Ahni r4w. HwIb»m- «nd 
p2£ 


PRECIOUS METAL 
Xihkj- 6bod 0«rr Cm t d 


i POH Otfl.T E14.H 


COyPLTEH HITS VOL 3 
ALL FDLIH BAHEB, FOB 0*IL I LI n 


MASTER MU 
□yivm Sm. IHngvtHwto vu 


ALL FIVE (LAMES f 'ju <IHLY E IC H 


CCMTIOM ONE 
IddUl DrAOOT X*Wi iWn Wiibj 

ALL FOUR GAMES FOfl OMLt 1 1 1 M 


mm:. ,<.m- :.. 
WMBrtoa and C«ihti n 
LuiWi 

FOfl OML¥ i ll Ml 


CHART TOPPERS 


CKAMPQMSHIF- KOTULL 
OMLT E1A.H 


BATTLE I'.OkMAMI 
WiLTi:iS.«« 


I'l i:rriNi : 

UHLY i'lIU 


OHLt-(11H 


PuZMC 
IJHIY-Hh*) 


FPtC 


S*T*H 
OfNLY n 5 St 


tWAQON NtMM 
O^T (UK 


M y spv 

OMLT E1«.t* 


fraftfTAiiArrjiK 

ONL1- [ * « 


N....1IIIII II 

OHLT EH.» 


hlAFlC 
OHLlflliJ* 


!=«MXIrtYVAHHiaH 
fJMLY 1-1*1 


TORI 
OMLVtltM 


0*«.i FI3»S 


CHASE HQ ? 
OMLY EII.H 


llll*^'HJI ",ii>.r 
ONLY E1S.M 


UHPOWf r> THE BEAST 
ONLY U.Hh 


ONLT E1S.H 


L>US£ HC 
UNLY IM1W 


rtHITE DEATH 

om.1 . -is*. 


ONLY 1 1 S W 


LOST PATROL 
OMLT CIIlMJ 


DELUM STFIIP POKFR 
. :m t i 1 n 


ROEOCOF 
OMly" Clip* 


flESOLUTKih 101 

owlt mm 


CFNTREFDLD SCHJAfiFS 
ONLTn.pt 


ymut 
0«lt i-ixn 


!MMCH:if !i 
ONLTIHtS 


][ 


rAW ATTACH. 
OWLT EE.H 


ONLY I IBM 


0*1 T IKXlflLE WJ«'iL R*CING 
OHLVEUI 


FIRLANU F^TOET 2 


BtLLV THE KID 
OMLT E11.H 


STEVE^raaNQOKER 


COLQES US CH E3 5. S 
:iNl > .-. w 


TOTAL FCQALL 


OPERATOR THIM>-|WINU 
ONLY 1 1 ( W 


SPACE AOC 
DhJLYEStH 


STUN RLMMFR 


- II - mi . ...j*ii ■.;ii::w 
OAA.T I 


TOP TITLES 

ST 

ShocJwBve 16 99 

OoopsLHi 16 99 

fiunboat 16 99 

H*rpwn 16 99 

StrwlHochey 15 99 

Wfwfjsol Death 16.99 

lRsectmS[M« 16.39 

ELUflhsOuck 15.99 

Kaise-i 16 99 

TrwChamp ... 16 99 

Croh Course 21 99 

King Quest 1 1 ,, 21,99 

Pania Kick Boxing 16 99 

Deatriot Glory 16.99 

Killing Cioud.. . 16.99 

mafExcalibur 21.99 

Bahlelechll 23 99 

Midwinter II 19.99 

5pmDiriy Worlds 15.99 

BmikflogBrs 


'9.W 
19.99 
13.99 
15 W 
15 99 
15 99 
1599 
15 99 


V i.i - 
Capl vE . 

Wontfa rtjiinl , 

M.U.D,S 

LfflusfsiKit „...., 
TheFinHConttict 
Operation Ha mer. 

Vboooohiightmart 15.99 

ZOtil 1199 

Nightshirt 15.99 

II* ^trEUi' Monkey island 15.98 

4ick Dangerous 2... 15.99 

Wrath of the Demon 15 99 

TwmVajnlae ig 99 

TBBnaflfMjtjntHero Turtles 15 99 

CytierAssaull 15.99 

f19Steal1hFiorner 19.99 

Ckjje-rationSteaHh 15.99 

BacklolhsFulurei 15.99 

6b* 15.se 

XiplWt t59S 

Swiv 15.98 

CwJjmer 15.99 

SuprETnacy 19 99 

40 Sports Bo wig 15 99 

Si Dragon 15 99 

Indianapolis 15.99 

Ram 15.99 

TheSavafl* Empire 16.99 

I indl Command 15^ 

LNS^uadrrjn 13.99 

frlicaGT4Fljlry. . 15 99 

Straieuo 15 99 

Tfi5irjn*e3 15.99 

Wiered Destiny 15.99 

Loopi 15.99 

Vaxwe 15.99 

Betrayal t5.99 

LineoJRre 15.99 

Eswal 15.99 

LagefidoftneLosl 15 99 

Days of Thunder 15 99 

Spellbound 1399 

UMS2 15.99 

WirJeep 15.99 

Bnlerimse 13.99 

I egenOollDeFaergltiil 13,99 

ProTenmsTour? 16 99 

StnrJerZ 15 99 

DlefcTrac* 14.99 

TaamSiiiuki 15.99 


FREE GAME WITH EVERY £20 SPENT OF OUR CHOICE 


JamrcPorad . ... 

14 99 

rVmDurGfldkJon 

14.99 

DtHtus. 

22.99 

HartterJies52 

17.99 

Fi/ure Basketball 

H.99 

ParadfoidSO 

13.99 

Torwktlw Warrior. 

14.99 

A.WS.D.ME 

21 99 

CorparartKm 

U-99 

GahMnAxe 

15-99 


AMIGA 
16.99 
1699 
!S M 
16.99 

1 5 ^9 
1699 

16 99 

15 99 

16 99 
16 99 

2\ m 

2] .99 
16 99 
16 99 

16 99 
21 99 
2199 
19 99 
15 99 

17 99 
1999 
19 99 
13.99 
1599 
15.99 
15.99 
15.99 
15.99 
15.99 
1399 
15 99 
15 99 
1599 
15 9ft 
14.99 
li 99 
15 99 
19 99 
15 99 
15 99 
1599 
15.99 
15.99 
1599 
■3 W 
15.99 
15.99 
I5 99 
1S99 
15.99 
15 99 
13 99 
15.99 
15.99 
15.99 
1599 
15.93 
15 99 
15 99 
15 99 
1599 
15.99 
■b 99 
1399 
15.99 
15.99 

1 j yy 

13 99 
15.99 
15.99 
14.99 
15.99 

14 99 
14.93 
22 99 
17 99 
1499 

13 99 

14 99 
21 99 
14.99 
1599 


SEGA MEGADRIVE LIMITED SPECIAL OFFER £135 inc p&p 


Please make cheques ancf PO's payable to Legend Software 
Computer . 

T'tle Price Title 


Access 

Date 

Price Name — 
Address 


□ Visa 


. Postcode 
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or salvage technology that surprised you? 
Not really. Except sume of the advanced 
underwater robotics - 1 hadn't realised quite how 
advanced the oil companies are these days: the 
scale of their operations is awesome. There again 
we have an example of the Hubris in Piper Alpha. 
When you write about possible future 
technology Like rain-proof vibrating wind- 
shields, or packets of glass bubbles beingused 
to lift wrecks, do you always directly 
extrapolate these ideas from existing techno- 
logy or do you occasionally allow yourself the 
luxury of grand Leaps of the imagination 
without that backing? 

Oh yes usually it's based on real technology. But, 
on the other hfthd I' ve also done a few fantasies, like 
Tales From The White Hart. They're nearly all 
impossible things. 1 have fun doing that, hut I'm 
very careful to distinguish between them. Any 
reader can usually tell which ideas L consider to be 
possible and which are just fun. 
'Science Fiction 1 is a term that hju been used 
to encompass a wide range of works from 
speculative fiction, baaed in fact, like your 
own work and that of Fred Hoyle 1 to fantasy in 
which the science is of no importance. Would 
you agree that some important visionary 
works of science fiction have not been given 
the recognition they deserve because the label 
SF is so hroad that potential readers are put- 
off? Ghost for instance, is obviously worlds 
apart from the latest John Crowley novel, and 
yet they axe still put onto the same shelves in 
bookshops and Libraries... 
Well there's an endless debate about where the 
border is between the two. Do we want to be 
ghettoised? It's very convenient to have all the 
science fiction in one place, but on the other hand 
that rrinHns that the general public may never 
discover you, It's an insoluble problem I'm afraid. 
Now I've written one book which is 
not science fiction, but would have 
been science fiction if it had been 
written earlier, and that's my novel 
on radar, Glide. fmth, IfGlidepath had 
been written before the war, when 
radar was invented, it would have 
been pure science fiction. 
Hie Titanic has already been the 
subject of a number of films. Are 
you hoping that someone will 
take up the challenge of recreat- 
ing Ghost on celluloid? 
Oh yes, it would make a wonderful 
film. And in (act, I he man who 
directed A Nighi to Remember, Roy 
Ward Baker, has already done an 
outline. He was very impressed by it. 
Of course there's no deal yet, but it 
would make a good film. 
How in vol ved do you get with film 
and television projects based on 
your books? 

I hardly get involved at all. For the 
TV series they've sent inn the scripts 
and I've pusued them, and 1 might 
even do an introduction. 
To what extent do computers 
feature in your work? You men- 
tion in the appendix to Ghost 
running M-Set generators on 
your Amiga 2000. 
I haven't had time to use the Amiga 
for months in fact. I've given away 
the Amiga 2000 and I'm getting an 
Amiga 3000 any moment now. I've 
got all sorts of programs, and I 
haven't had time to run them. The 
Virtual Reality people have sent me 
some wonderful programs, like simu- 
lations of Mara landscapes- 



THE UNSINKABLE SHIP 

N APRIL 1ST 1912 the 59 year old Captain Edward Smith sailed the White Star 
Line's newest liner out of Harland & Wolfe's Belfast dock and look her to 
Southampton to pick up pastel i^ers for her riundeJi voyage. 
RMS Titanic was no ordinary ship: her 882 foot 46,328 ton length was supposed to be 
unlink able. She had been carefully designed with a double bottom >ub tin nln.J by 15 
watertight transverse bulkheads. Even if two of the chambers became flooded the ship would 
remain a Moat- 
Contrary to popular belief it was not Titanic's supposed invulnerability, but the Board of 
Trade's lax regulations that inspired the decision to fit her with lifeboats for only half her 
complement of passengers and crew. 

On April 10th her maiden voyage began. She crossed the channel to pick up more 
passengers at Cherbourg and then returned to Ireland, calling at Queenstown (now Cobh) for 
Irish passengers and mail before setting sail for New York. 

In total, the doomed liner carried 2>207 people; 1316 passengers and 89) crew. Many of the 
passengers were very distinguished and they included Bruce Ismay , the managing director of 
White Star Line and Thomas Andrews, the managing director of Harland and Wolfe. The 
glitterati were accompanied by many Irish immigrants travelling third class and some 
valuable freight, including a priceless copy of The Ruhaiyat Of Omar Khayyam. 

The voyage went well until Sunday April 1 4th when Captain Smith began receiving iceberg 
reports in the region ofNewfoundland, Smith chose to ignore the reports and Htearnedon at full 
speed into the night. 

A 1 1 1 .40 the crow's nest lookout reported a large iceberg dead ahead . The order was given to 
swing the ship to 1'ort and cut power, hut It was ton late to avoid a collision and iho ice I » i ;.• 
scraped down the starboard side. 

The damage was catastrophic: the berg had cut a gash 300 feet long, a third of Ti tunic's 
length h causing six of the chambers to flood. After surveying the damage, Andrews told Smith 
that there was no way that the Titanic would remain afloat. At 12.05 the order was given to 
uncover the lifeboats, and 10 minutes later a distress call was sent out. 

Initially the boats were filled with women and children with First and Second C lass pa ssage , 
butsome men wereallowed on to replace those women who refused logo. < >nly then were somn 
women and children with Third Class passage allowed to fill the remaining places. 

Soon answers to the distress calls began to arrive, but the nearest sh ip, Carpathia , was four 
hours away. 

At 12,45 the lowering of the boats began, and by 2.05 they were all launched. Five minutes 
later the order was given: "Abandon Ship: Every man for himself." J uet half an hour later 
Titanic finally turned on her end and Rank slowly to the bottom of the ocean. Andrews and 
Smith both went down with the ship, but h controversially, Ismay survived. The outcry was 
such that he was soon forced to resign and retire from public life. 

The survivors, 393 women and children, 119 male passengers, and 139 crew, sat in the 
freezing boats until 3.20 when they sighted Carpathia- The rescue began si 4.10 urn I was 
completed at H.30. By this time Carpathia had been joined by Califor nian , and they both sailed 

with the survivors to New York, where 
they arrived on April 21st, 

For years afterwards the sudden 
appearance of California n was a subject of 
much controversy. Half an hour after the 
collision, ship's lights had been sighted U\ 
the South of the Titanic, but the 
mysterious vessel was not answering the 
distress calls. A Morse light was tried and, 
when that evoked no response, rockets 
were fired, but the other ship just sailed 
away. The vessel that was close enough to 
have saved many more of Titanic's 
passengers could only have been Caliibr- 
nian and yet its Captain, Stanley Lord, 
had failed to respond to the distress 
signals, The reasons why have been a 
constant mystery and Lord was hounded 
by the media for the rest of his life. 

The Titanic was to remain undisturbed 
on the Grand Banks for 73 years until a 
team of American and French researchers 
located the wreck in 1985. The following 
year a remote-cent rolled robot was t-ent 
down with a camera and millions of people 
set eyes on the wreck for the very first ti me- 
In 1987, amidst a storm of protest from 
victims' families, salvage operations 
began to retrieve some objects from the 
wreck, and there were discussions about 
the possi bility of ra i si n g he r However, the 
Titanic's hulk, riven in two, remains a 
prize that the sea has yet to be robbed of. 



• If you want to witness (be sinking of 
Titanic two films to look out for are 
Titanic 1 1953 > and A Night to Remember 
( 1958). If, on the other hand, you're more 
interested in getting her back to the 
surface., take a look at Raise the Titanic! 
(1980) and CRL s strategy game of the 
connected wi th the film I . 




THE 

GHOST 

FROM 

THE 

GRAND 

BANKS 

Arthur C. 
Clarke's latest 
book treats on a 
theme that has 
haunted him 
throughout his 
life - that of the 
ill-fated 

ocean-going liner 
R.ftLS. Titanic 
He bad already 
proponed a 
possible fate for 
the ship in 1975 
in his novel 
Imperial Earth, 
in which the 
wreck has been 
raised and is 
used for tourist 
excursions. The 
new book is set 
in the years 
approaching 
2012, the 
centennial of 
Titanic's sinking. 
Two rival 
commercial 
groups are 
planning to raise 
her Ln 
spectacular 
fashion, and this 
setting provides 
ample 

opportunity for 
Arthur C. Clarke 
to discuss 
another theme 
that greatly 
concerns him; the 
exploration and 
exploitation of 
the sea, 
The book also 
addresses Dr. 
Clarke's 
fascination with 
fractals the 
braru-li of 
mathematics and 
geometry that 
models the way 
in which many 
repetitive natural 
features^ like 
mountains, trees, 
or coastlines, are 
formed. The 
Mandelbrot Set, 
which forms the 
basis of Fractal 
Geometry is a 
startling 
infinitely 
replicated 
pattern that has 
fascinated many 
people since its 
discovery {or 
invention). 
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LucasArts on the art and science of entertainment 


WORKING 
IN THIS 

TOY FACTORY 
HAS ITS 
UPS AND 

DOWNS. 

Tired of the same old 9 to 5? Then it's time to punch in 
forthe Night Shift w at Industrial Might and Logic. And 
takecontrol of the wackiest, wildest, toy-making machine 
you've ever imagined. 

Here's your chance to punch out DarthVader™ 

Or Luke Sky walker? Indiana 
Jones'! 1 even Zak McKrackenT mini- 
ature dolls of your favorite Lucasfilm 
characters. But make sure you get 
their heads screwed on right. Or this 
might be your last day on the job. 

Each eight hour shift takes just a 
fewminutestocomplete. But the 
better you get, the tougher your job 
gets. Bigger Quotas. Pesky lawyers. 


Furry pests. And of course 
the machine hardly ever 
breaks down. 



AVAILABLE ON: 
CBM64/128, 
Amslroci 
Cassette & Disk, 
Soecttum Cassette. 
Atari ST, Amiga & 
PC & Compatibles 


VS. Gold Ltd., Units 2/3 HoJford Way, Holfmrd, Birmingham Bfi 7AX Tel: 021 625 1366. 
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WHAT'S 
TICKLING 
THE TEAM 


C1ARAN BRENKAN 

Once more back in the breach, 
the new Ed has left behind his 
deep PC epics and is catching 
up wilh Kick Off 2, SWfV and 
that darned third level of the 
Rotoplex demo, 

KATI HAMZA 

Cy hereon iff isn't getting quite 
the amount of attention that 
Kati would like at the 
moment, as she's busy 
upping sticks and moving 
from Oxford to,., well, Oxford 
(nicer pad apparently). So 
when she's not actually busy 
wrapping up the family's 
trappings for safe 
transportation, her time is 
mostly spent trying to find 
that Houghton chap. 

GORDON HOUGHTON 

So there he is... old Gordo's 
hidden between the packing 
crates making progress with 
Turrican 2 - the chump! 

BRIAN NESBfTT 

Brian's gone a little queer on 
us lately, he's neglecting the 
charms of his brother's ST 
and has taken an active 
interest in the opposite sexf 
Still, when he's not plighting 
his troth (or taking down train 
numbers - some things never 
change} the bespectacled one 
is wearing out his cells with 
Revelation, 

PAUL PRESLEY 

Brennan may have lost his 
depth, but Presley is taking 
these long-term games very 
seriously indeed. He of the 
multi-coloured barnet is 
currently devoting the better 
part of his spare time to Jet 
Fighter, Red Baron end Hunter 
(oh, and for a little light relief 
he puts his balls in his 
pockets with 3D Poof). 

LAURENCE SCOTFORD 

He may soon be playing 
Hamlet (old 'Lol' is finally 
about to get his acting career 
off his tongue and onto the 
stage! but for now he's 
content to play Lemmings, 
Loop* and Rock V Rolf. 



OVER THE FOLLOWING 35 pages, the cream of 
the current release crop is given the most 
thorough grilling that it's likely to get anywhere. 
And when all of this grilled cream is cleaned up, 
what you're left with is, as ever, the games 
speaking for themselves. Relevant screen-shots 
illustrate a game's features and high points, 
while the ratings, price and release date are 
encapsulated in an easy-to-digest fact panel. If 
we've no real news for your machine's version, 
you've still got the best preview you'll see 
anywhere - and a full update will follow where 
necessary. And so, to the ratings.- 


PRICE £24.99 
OUT Now 
GRAPHICS 73% 
SOUND 74% 
PLAY ABILITY 75% 


VALUE 


60% 


OVERALL 

70% 


GRAPHICS 

Not necessarily 
how colourful or 
well drawn they 
are,, but how 
well they are 
used. 

SOUND 

Again, not a 
reflection of 
quantity, or 
indeed quality, 
of sound, but 
how well it fits 
in with the game 
in question. 

PAYABILITY 

How does the 
gama feel? Is it 
addictive or just 

uninteresting. 

VALUE 

Essentially a 
reflection of 
lasting interest - 
how much game 
you get for your 
■money. 

OVERALL 

A useful point of 
reference - a 
summary of the 
preceeding 
ratings. 




GODS {ABOVE) slays Eartritroiund, while 
Red Baron (abOVfi IflfftJ takes to the sky. 



THWART THE Boche with E&cafM From 


55 DEUTEROS 

Activision 

58 SW1V 

Storm 

61 TOWER FRA 

Thai ion 

63 HUNTER 

Activision 

76 TURRICAN II 

Rainbow Arts 

79 RED BARON 

Sierra On-Line 

82 REVELATION 

Krisalis 

67 JONES IN THE FAST 
LANE 

Sierra On-Line 

68 CYBERCON III 

lUS Gold 

73 ESCAPE FROM 
COLDITZ 

Digital Magic Software 
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l - GODS 

Renegade 


ATARI ST 

PRICE £24.99 
OUT End March 
GRAPHICS 89% 
SOUND 90% 
PAYABILITY 92% 
VALUE 92% 

OVERALL 

93% 


AMIGA 

PRICE £34 99 
OUT End March 


IBM PC AND 
COMPATIBLES 

PRICE £29.99 
OUT May 1991 



MARCH 1391 




Laurence Scotford has a heavenly 
experience with the Bitmap Brothers' 
latest Olympic effort a platform 
puzzler from the Pantheon, 

OR CONNOISSEURS OF PLATFORM GAMES 
only three essential buys have emerged o ust 
recent months Rainbow Arts r Turrican and its 
sequel ere both worth having for their sheer size and 
Payability. Psygnosis' Kilting Game Show is not only 
eminently playable, but original and well-designed - a rare 
combination these days - and is also worthy of a p| ace in 
anyone's collection. That just leaves Gods, probably best 
described as 'the thinking man's platform game' r to make 
up the trio. 

Gods is something of a first on two counts. As regular 
readers will already know, it s the hrst product from new 
publisher Renegade, and r as such, will be closely watched 
by other publishers, large and small. It is also another 
opportunity for The Bitmap Brothers to demonstrate (heir 
versati lity. As Cadaver was for iso metric actio n a d ve nt u res, 
thisis their first attempt St a platform game, and, again lik,e 
Cadaver, they make it seem as if they've been creating 
platform games for years. 

As might be imagined from the title, Gods has a 
mythological setting, loosely inspired by the Herculean 
legend (this is, admittedly, not the first time this particular 
source has been used in a platform game, but it hasn't been 
done like this before). There are four levels, each 
sub-divided into three worlds. In each world your hero has a 
quest, but your objectives only become clear to you as you 



"nVc^^ i-^ory - ^ -V « crouching over them 


NOW HERE'S A 
PHOBLEto. You ve 
gat to get pest 
those spikes and 
you know that, in 
Ihe correct 
combination, the 
three switches 
nearby will destroy 
them. But whet s 
the right 
combination? 








A 


\\ 

» 1 



OF COURSE TJ-fERE'S the obligatory shop. You re guided uW bv tl 

™ *"t ?' eV6ry ^ *° *" he Bnd hi 9 bl d c^n tsk 

your hard-earned cash In return for anything from eitrs, n„ as ro shiel 
givng temporary invulnerability. .1 W W h a ,e enough, cash 
purchase a particular item, there a alway* (he possibll.lv thai wou 'll 
wander across it during the coming level. ' * 


OOOPS! YOU'VE 
TRIPPED the 
wrong one and it's 
triggered or f u 
fresh wave of 
walkers, Now you 
are going to have 
ta dee! with them 
before you can 
carry on. 




THE ONE 
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continue playing. It's up to you to piece together your ta&k 
from the hints given. 

Paints are scored for solving puzzles and killing aliens. 
And you'll definitely have to engage in both activities - 
aliens can sometimes be avoided, but when shot they leave 
treasure which can later be used to buy additional weapons 
and power-ups. 

So far so g ood , you m i g ht t h i nfc, but what puts G ods on a 
higher plane? At the heart of the program is a unique player 
monitoring system that keeps a constant track of just how 
well you're doing. If you're extra smart and extra quick, not 
only do you get bonuses, but lifegetsatadtougher. lf r on the 
other hand, you're tripping over your own feat and having 
t o book h ol i day s tofinish I evel s t h e n you' 1 1 be recog n i sed a s 
remedial and given the occasional helping hand, like the 
odd energy top-up or extra life. 

In addition, however you're doing, there are lots of 
h idd e n bo n u ses and room s to d i scover. Th e re a r e a num ber 
ot ways of ypttiny la thorn t may dp. n socrot switch or it 
may just be a matter of timing. There arc enough hidden 
extras to ensure that Gods will surprise you. evan on the 
second or third time through. 



COOS IS FULL OF SURPRISES. Here you've been calmly wandering along, minding your own business and 
ad mi ring those stone gargoyles when, without warning, they become a little more litelike- There's only one 
thing for It... down the hatch! 

AS IF YOU HADN'T 
already been 
Through enough, 
when you reach 
the end of a level 
there's a guardian 
to deal with - In 
Ihis case of the 
large, clawed, fire 
breathing variety. 
This la one combat 
you can't avoid 
it ft juftt you a pair st 
him until your 
energy or his 
roaches zero. 



'A'f* \*k I*** Kit 


ALIENS OUT OF 
THE WAY, you can 
try again. Great, 
you've finally got 
the correct 
combination and 
the spikes have 
been destroyed, 
clearing your path, 
Problem solved, 
But wait... 



WHAT HAPPENS IF 
you go bach to the 
first switch and try 
ie again? Voile... 
you get showered: 
in gold. Which just 
goes to prove the 
Gods help those 
who help 
themselves! 
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HERE'S ANOTHER 
PROBLEM. To 
progr&as much 
further you need 
that key up there, 
but the gap I* to 

small lot you to 
enter' eo how do 
you get it? 




mm i<y*>.mw^'j\' 


i jrt rtj&n ***«\ ma 


ANSWER: hang 
around until a thiel 
comes along- But 
how does that help i 
you? 


u7j 


r r - 

/ r - ■ /' - i 

/«-. — V---,- 77: 1 




ANSWER; the thbef 
ste^la tha key and 
then heads or 
down to attack 
you, Just wait till 
ha gets close then 
lad fly a couple of 
shots to kill the 
little blighter and 
collect the dropped 
key. Problem 
solved! 





LOOKS FAMILIAR THAT PARROT. Yep! Get the right Icon and 
you can have yourselt your own bird-brained companion, quite 
happy to spit fireballs at enemies while you get on wtttl 
something mora USBtuI,.- like running away, The familiar has his 
own hii-polnls, so he won't last forever: one collision too many 
and he becomes a dead parrot... a deceased parrot... a parrot 
that is no mora... a parrot gone to meet his maker... a parr.., 

IF THERE IS OWE CRITICISM that can be 
levelled at Gods, it's that tha graphics are a 
little too detailed. Occasionally objects can 
get lost against the intricate stonework 
backgrounds, but this is a cosmetic problem and, to be 
honest, it hardly makes a difference when the action 
heats up. It's perhaps a little unfair to start with that very 
minor grumble, because the detail does give all the 
graphics a very solid quality, which is reinforced by 
some superb animation. Being a Bitmap Brothers game 
it comes as no surprise that Gods is quite hot on the 
sound front too. The title track is into The Wonderful a 
jaunty little Nation 12 number, and somehow they've 
managed to make it sound good on an ST too. Spot 
effects, rather than just being exercises in strange 
sounds thrown in to fill up the silence, have been used 
t houg htf ully and often su pply cl ues to events off-screen 
The control method has been well thought out; it's easy 
to do things like shoot from ladders, and picking up, 
dropping, and using objects couldn't be simpler. To 
begin with you might need five minutes or so to 
completely adjust to the best method of rapidly firing at 
aliens coming from both directions or jumping on and 
off ladders, but, that done, you're in for a treat. Gods is 
absorbing.fun, and should provide long-term entertain- 
ment for all platform addicts, even the experts. 

AMIGA OWNERS ARE going to see the 
benefit of some cosmetic changes The 
sourd will, naturally enough, be even more 
wholesome, and the graphics will be 
tweaked to m ake, f or i nsta nee . the colo u r-g raduated sky 
even prettier. Otherwise, what you see here is whatyou 
get, 

EXACT DETAILS ON PC Gods art* a little up in 
the a ir atthe moment. It's th a B i tma ps' pol icy 
to support all major sound cards, but as to 
video card support, you"' 1 1 just have to wait 



PC 


and see. 


ii ^fcrfcr lit, i . i-rii 
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TEAM SUZUKI 

Gremlin 


THE ONE 


AMIGA 

PRICE £24,99 
OUT Now 
GRAPH ECS 88% 
SOUND 87% 
PLAV ABILITY 85% 
VALUE 85% 

OVERALL 

90% 


ATARI ST 
PRICE £2499 
OUT How 
GRAPHfCS 90% 
SOUND 78% 
PLAY ABILITY 85% 
VALUE 85% 

OVERALL 

91% 



THE MAIN menu Alters 
s choice of throe 
mounts; l2Scc, 2SOcc 
■nd -aQlJr.r. Thn rrnin 
dillBr«fk» boimstn 
lh*u is- that the ilrst 
has automatic gears 
(and li therefore 
easier to rid*) while 
the Othpr Iwci a'K 
mnnu»l. 



With the wind in his hair and 500cc of 
horsepower between his legs, Paul 
Presley pulls on his leathers and burns 
rubber 


IBM PC AND 
COMPATIBLES 
PRICE N A 

[>UT MA 



rvn * hi i qu 

WW* II p C3 1 



THE STATUS panel In the top ith tomar thAwt 
your current lap tine, your beat lap Dm* and how 
nmny laps are left to go Whenever a lap la 
■completed or you overtake someone (easier said 
ihnn dona) rh# position indicator flashes up 
brially, at d«i th* d#mtga indicator urtwnrver 

yfiU bump Iflld something 0,-imj»gm is measured 

In ptnaitiuym - U all the way up to 100 
p«r cent and Iff curtafri* for you, In * arrange- 
concninn tp 1?nt*ay fconardarlng Che program's 
general ™li«ri>|( lha gika actually repairs ilaelf if 

you drive fQf long alratchas wUhgut lr*curTlng 
more damage. 



HACfc UA.v ane I he crowd are. ou: In rO't«. Pick a triek Irom the ib 
offered, ride Ihrea laps to quality and you'll find yourself on the grid 
aurrounded by seven other Pikers, all Intent on leaving you behind. The 
accompanying ten describes some o1 (he features of I he course ahead 
■nd whvlhar you can expect ■ fail race or ■ mere darter ou* on#. 


KEVIN SCHWANTZ 


Born: June 19 r 1964 - Paige, Texas. 

Grand Prix Victories: 13 - 500 Su/uki. 

1974 First race. 

19B4 First road -race. 

1&85 US Superbike Championship 

debut. 

1986 Top points scorer. Transatlantic 
Challenge 

First GPr Dutch TT, Assen. 

First GP points: Belgian GP, Spa 

Francorchamps. 

World Championship: 22nd 

1967 Top points scorer, Transatlantic 


Championship 


Challenge. 
US Superbike 
overall. 
World Championship: 15th. 

1988 First full GP season. 

First GP wins Japan & Germany. 
World Championship: Bth. 

1989 Six GP wins, eight lap records & 
nine pole positions. 

World Championship: 4th. 

1990 Five GP wins, six lap records & 
seven pule positions, 

World Championship; 2nd, 



OTORCYCLE RACING has been a popular subject 
for 16-bit conversion rightfrom the very start, with 
the results ranging from all-action arcade affairs 
su ch as Super Hang-On to moreraalistic simulators'" such as 
MicroStyle's Honda RVF. 

Gremlin's collaboration with Team Suzuki, however, 
leaves even the most complex of these in the shade interms 
of technical accuracy, making a strong attempt to capture 
the kmri of atmosphere and realism that is generated during 
an entire season of Grand Prix motorcycle racing. 

The racing team worked closely with the programmers, 
covering all aspects of the game's development - from 
providing technical information right down to strapping a 
camera to a bike and driving it around the game's courses, 
allowing for all the tunnels, hills and curves to be included 
accurately. 

The result is a game that now offers you the chance to 
experience all of the thrills and spills of Grand Prix 
motorcycle racing, a ga me that offers you the chance to take 
command of one of the most successful racing bikes ever 
created . a g a m e t ha t off e rs y o u t h e ch a n ce to have you r hair 
swept back, your knees to get chaffed and your face to be 
covered in dust and oil,,, well, almost, 


PRESS 1I»» space bar to 
look over your 
•JhOuldeT a! the Irack 
behind 1(1(1 Id tea) It 
there are any utrm i 
racers approaching. 
Ah a rule, If the leader 
s abo*,t to lap yo-u. 
you should let him 
paaa blocking him 
off and causing him to 
crash |* far mora tun 
Ihoughl 
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PRACTICE makes, 
perfect, 10 h«»d 1cvf 
1h* pr*tfk* track tp 
fwiri* yr.;ur ridiny akllla 
to perfsctiori. An 
empty trick gives you 
time to work out how 
bHt to tato* to men, 
whc >> ll'l *«Tt lp 
SLt-tlerale jnd wht:n 

yau ah&uld al&w dfr*n 
la avoid mat 
oncenlnoj IrM. 




A SELECTION d earner* viewpoints offer virtually any view to watch I he 
race by. inc udirl-g UOS-loe flown" Ynu have a Choice 0-1 fixed (behind 1he 

rrat-lkMtlng Irom any angle y^ choose or ttoaliog •round th« bike 
while always pointing North, 




Suzuki 


I T LOO KS f ast, it so u nds fast and by golly, it /s 
fast. As far as 3D simulations go, 7ewrr 
Suzuki has to be the fastest and most 
exhilarating yet. It's a tad over-responsive 
though, and although practice does help out in this 
department: it's still a little off-putting when you're 
trying to negotiate a tricky bend with five other bikes 
screaming at your heels - lose control and it's hard to 
get back o n the rig ht track {f o rgi ve th e pu n ) . The g ra ph ics 
are generally silky-smooth, although the speed does 
tend to surfer when the screen isfulljdetailssuchasthe 
riders on the opposition bikes and the dashboard can be 
tu rned off to eve n t h i ngs up again ) . Th e unl i mited ch oice 
of camera views makes for interesting racing and the 
variety in track design allows for plenty of challenge, 
although it would have been nice to be able to practice 
on the different tracks instead of being limited to a single 
circuit. Thg damage factor simplifies things enough to 
al I o w t he f I o w of the game to go u ni n terru pled , a Itho ugh 
some sort of pit stop feature would have added to the big 
race atmosphere. Not so much a racing game, as an 
earth-bound flight simulator, Team Sufuki is by far the 
closest thing yet to genuine motorcycling. 

■Ml LISTEN UP Atari fans, for once the ST s 
l«i J graphics are actually better than the 
: ; f*J I Amiga's... pity that the same can't be said for 
HMHRH the sound though. Here, the Amiga's 
growling, powerful engine noise is replaced with what 
sounds like a lawnmower at an acid house party and 
crashing sounds like a clap of thunder that suddenly 
thought of something better to do. The speed is still 
there though, with an even smoother screen update, but 
there is one thing that really sets this above the Amiga 
version, the controls; the auto-centering is faster and as 
a result more controllable, allowing for smoother races, 
less crashes and more fun, 

HANG UP your leathers, chaps. Gremlin has 
no plans for a conversion at this stage or in 
the immediate future. 



CRASH, and you ra iraMed ro an action replay of the l«l IS n> 30 seconds, using a lull range o1 
cnnwrn viewpoints Cg boat Illustrate your »mb«rra»min4. Thrill as your Uke swerves around a nicKy 
ehiean*. swoon as you overtake th* kaedar with MM-, than whimper aa you hit a fence amd ekW Into 
l:he nearest a. rand-eland 


DIDIER DE RADIGUES 

27, - Louvain, 


Born: March 
Belgium. 

Grand Prix Victories: 2 x Z50cc, 2 x 
350ce- 

1977 First race, 

1978/79 Belgian 750cc champion, 

1979 First grand prix. 

1980 Belgian 250cc champion. 
World Championship Positions: 
1990 - IBth (250 Yamaha) 

1981 9th 1250 Yamaha L 17th (350 


Honda! 


Yamaha I 

1982 6th (250 Chevallier - Yamaha). 
2nd ilSQ Chevallier - Yamaha) 

1983 - 3rd 1250 Chevallier - Yamaha} 

1984 - 91b (500 Chevallier 

1985 - 8th (500 Honda) 

1986 - 7th (500 Honda) 

1987 - 12th (500 Cagival 
1998 - 7th 1500 Yamaha) 

1989 12th (250 Aprilia) 

1990 - 12th 4250 ApriliaJ 


SUZUKI'S 

500cc 

GRAND 

PRIX 

HISTORY 

197* babul ol RGSOO 

- Jack Flndlay 5th 

and Barry Shaane 6th 

DvaraH. Suzuki 3rd in 

manulaclurars' 

championship. 

197; First SOOcc GP 

win iTjIuHine m [he 

Outtih TT| Teuuo 

LanslvuHl aih, Shaane 

fl|h overall. 

1975/77 Barry Sheene 

World Champion 

1975 Barry Shaene 

2nd overall, 

1979 vlrgimo Ferrari 

2nd overall, Sunikl 

ridere fake n4rV# top 

len> piece*, 

19M Randy Mamo-la 

2nd overell- 

1M1 Marco 

LucchlnaW World 

Champion- 

1S*4 Franco U urrf 

World Champion, 

lftto Randy Memole 

3rd overall 

1»7 flGSW 

Osimma mlrchduijed. 
Kanny Irani 14th 
overall. 

19M Kevin Schwann 
pinna OP leam. scores 
BQV'i Aral GP wfni 
iJepan a Germany), 
ftth overall, 
19» Kevin Schminti 
acorn hi GP win*, 
elghl lap records * 
nine polo ipoaillona, 
4th overall 
■ 'PK< SkiEuki join? 
Lucky Btrtke, 
Schwarriz wine ftve 
race*, sets six lap 
records 4 seven pole, 

pnKilinns. Schwann- 

2nd pvarali, Nlall 

MituktMi/ie 

41h overall. 

1991 Schwa nix and 

Dldler de Radbgues to 

campaign the Islesl 

Lucky Strike Suzuki. 


COMING SOON... 


TDKUtriMB, 
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Deuteros 


The 


Next Millennium 



A millennium later and nothing's 
changed, Paul Presley offers to help 
re-populate the universe. 

UST WHEN MANKIND'S future was looking 
bright along came <i rmjuc n^loroid and wiped 
out the entire human race save for a small colony, 
living on the moon. And if that wasn't enough, a Martian 
invasion force also chose that particular moment to attack. 

Anyone remember that particular plot? That's right, 
Mitfctnnium 2 2, a yame that set you the considerable task of 
rebuilding the Earth and make it a healthy, happy place to 
liveonceagain all the while rending off those unwelcome 
alien attentions. 

Now, 1,000 years later, all is well again. The ozone has 
been repaired and the aliens have all been extradited back 
to their own world - or so you think. 

While you've been getting back to your roots, the 
Martians have been spreading across the rest of the known 
universe, building their forces, setting up alternative 
lifestyles and generally mellowing out Ay h result your 
current plans for planetary expansion might even have to 
involve trade negotiations with your erstwhile counter- 
parts, Go forth and multiply, but remember, you're not 
alone out there... 
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DEUTEROS - 
THE NEXT 
MILLENNIUM 

Activision 



AMIGA 

PRICE £24.99 
OUT Late 
February 

GRAPHICS 90% 
SOUND 85% 
PLAY ABILITY 88% 
VALUE 83% 

OVERALL 

89% 

ATARI ST 
PRICL TBA 
OUT March 

IBM PC AND 
COMPATIBLES 

PRICE TBA 
OUT T8A 


THE FIRST STEP In re-eolornalng the universe *a to Irein fwr populace in one Ihre* area*. The 
Research Iwn *ra Ihe brains behind your wo Deforce, PtOdwcltan create* I he 1C0le, while ttw Marine? 
are the ones who use them, rwt ju*1 10 right your Inter-gelactle bellies bul also lo pllol ahullles anrt 
build bases 





31DD 113.DD 

1 

: Earth Citv 



HEFQRE ANYTHING IS BUILT, K nil to be thoroughly res e arch e d la find ou1 exactly wtul typ* ol mineral* ll 
require*. Inllially, you only haMe access to items such as Shuttle Drives and Methane Fuel, bul at lime goes on, lh* 
boys and gins really nam their money Inventing new and Improved Heme aucb aa larger Shuttles and Automatic 
Cargo Computers. 


IN ORDEF4 TO collie I he rest &T 1he universe rectorlea must be bgill 
and popu lated lo eel up landing points Tor the larger shuttles. From I ha re, 
mining operation* can be sel up between the Orbital Factory end the 
plane!, allowing lh* build-up ol a stockpile ol minereJa. 


WHEN THE 
RESEARCH la finally 
complete, the crew 
can get to work 
building the objects d 
your desire, Simple 
things auch ai 
Storage Derrick* take 
no time at all, bul 
more complex Item*, 
like the Cryogenic 
Poda, can fake agee 
la build and ao u se ol 
Ihe Advance Time 
icon ohm become* 
easentiil 
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Ortrit.1 Hmmm or «rp*B ml M . and from ^ olarw , lo „ na1Pier . Th<m . ^ #n 0rtt * w "™ L 


WTfcHPLANfcFARV 
SHUtTLiS coma 
complete wllh « 
handy-»ize SA' 
iSftutUvmobiJa 
4*K>dall0nJ map erf 
the galaxy Each 
planet la ahOWri 
separately, HOng With 
whalrver iruoni are 
Jn Kb arbH, The lype oi 
mineral a .contained on 
!r» planet an> also 
daplcled, aligning <fQV 
to work put which 
planet ha* (he jmh 
supplies for your 



FROM THE INTRO sequence onwards, this 
game oozes a sense of cr isphess, .polish and 
atmosphere, The whole style is rn some way 
reminiscent of Atien (the film) and although 
you're never really in any danger, there's a definite a 
feeling of tension prevailing. Although things start fairly 
slowly, Deuteros definitely falls into the 'put a lot in and 
you'll get a lot out' category, Don't expect to rush 
straight in and be immersed in action and excitement as 
even a relatively simple task such as setting up your first 
Orbital Faclory takes a fair amount of time. This is where 
the only real problem crops up, each Orbital Factory 
needs eight segments to become operational and to be 

honestjhisisfar too many, Four or five would have been 
perhaps a bettai figure and would have made things just 
that little bit more accessible. Once things are up and 
running though, you soon become engrossed in the 
proceedings, setting up cargo runs from one planet to 
another, researching new products and fighting aliens. 
Speaking of which, the space combat is a slightly odd 
atta i r wh e re a ma ss of d i f f e re nt colo u red dots plow into 
each other - it may sound strange, but it's actually quite 
a la u gh . . . at f irst. At t h e ris k of over -co m plica ting thi ng s a 
bit of interaction or strategic play might have been nice, 
bur nothing is really lost as it stands. Deuteros is deep' 
there r s no denying it. and as the sequel to Millennium 
2.2 r you'd expect nothing less. 

AS WE SPEAK, there's nospecificn e ws as to 
what's happening on the this front, although 
a version should appear fairly soon after the 
Amiga, The usual tweaking of sound effects 
is likely to be the only change 


ST 


PC 


THINGS MAY HAVE BEEN VAGUE regar- 
ding the ST version, but there's even less 
information available for PC owners, Don't 
hold your breath. 


! T991 


l.._L 


L L 


.—It 


re 


THE 
ONE 


No ugly wart-nose is 
gonna make a monkey out 
of me! But that's just 
what that witch has done ■ 
one minute I'm the mighty 
Toki and the next I'm having 
breakfast delousing my armpits, I can't 
walk a step without tripping over my 
knuckles and, oh p there's an overhanging 
vine - time to swing out sister! But my 
broken heart is going ape, My beloved 
Miho (I can't wait to share a banana with 
has been kidnapped and somehow I've 
got to regain my manhood - until then 
I'm just swingin' hi the rain! 
The arcade.^, sensation bv Fabtek Itj 


her)* 


IS 



available > 
our micro. 


H ■ 


OCEAN SOFTWARE LTD, 6 CENTRAL 
STREET, MANCHESTER M2 5NS. 
TEL: 061-632 6633 t FAX 061-834 0650 


SPECTRUM . AMSTRAD CARTRIDGE 
COMMODORE CARTRIDGE 
ATARI ST . AMIGA 


MARCH 

1991 
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SWIV 

Storm 

■ ■ 

AMIGA 

PRICE £24.99 
OUT March 
GRAPHICS 92% 
SOUND 31* 
PAYABILITY 92% 
VALUE 90% 

OVERALL 


93°/c 


ATARI ST 
PRICE £24.99 
OUT March 

IBM PC AND 
COMPATIBLES 
PRICE N.-A 
OUT N/A 
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Ciaran Brennan prepares to cook more 
goose in Storm's advanced adaptation 
of Tecmo's two -player blasting classic. 


SPECIAL WEAPONS Interdiction Vehicles? Pos- 
sibly. Secret Weapons tnataUalion Vehicles? 
Surely Nott Silkworm IV? Certainly seems the 
! keiiefif. ' 

Whatever ^jrV/V^sl^ ils # Wtorm^top to bottom 
scrol ing shoot 'em up is undoubtedly n ■agression from 
• id's original one or two-player coin-op. spruced up 
"90's look. r^^^Bi 

the original game vvir- n f-^e lift though, as 
the developers claim that their main aim m putting together 
this pseudo-sequel is 10 maka the event a little more 
interesting for the poor sod who ends up in control ol tt : 
jeep ''thos^ who remember the or gmal game rarely have 
fond memories of driving into trouble while their flying 
partner had an enviously easy ride). 

Whatever the reason, the result is a seemingly endless 
fast i>aoed atl-actj©n blaster which will test the player's 
stam i na && wol I as his or her reflexes . f or a Itho u gh there's 
only one continuous level to negotiate, it's divided into 15 
different zones with names (and looks} as diverse as Ghost 
Town, Arctic Sea Grassland andthe Sci-R Zone - almost 40 
minutes of scrolling from s t ri to finish. 

If th is a ppears to be a 1 1 too much, there'sal ittle com fort to 
be found in the program's 'automatic difficulty level' 
settcn g , Bas ically this me<i nsthat thegamefig ures o u t ho w 
good the player is and adjusts the number and skill of the 
enemy's hardware to compensate 


rm^ftop to bottom 
ly a progression from 
coin-op spruced up 

th a ffielift though, as 
li m in putting together 
i event a .little more 
1& up in control of the 



stamina as woi 



MOT ALL OF THE (-EVEL \t land-bawd tnrt tau not Jmo driwr, your lour 
wlneeUr if tanponmy trsdad in lor ■ nippy gunboal. H i orw at ihla game. » f*w 
d iaapoo«nlFrwnta lhrt thar* iarft mora etteclkvo chungaavBr aoquarwe. between 
IFw two whklM, bu1 U taint skipping Iroro or» 1a ttt* other down! lnf»rru[rt 
Irte gimiplay ««*n ahgtrtly. 
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Sf^V 


WHO COULO FORGET the first time that the 
VTWf smart bomb was activated in thp original 
■ V Silkworm and that fabulous 'boom' burst 
from the monitor's speakers? Wet! i('s 
exactly that rush of excitement that's generated when 
the going gets tough in $WfV - and that's more or less 
right from the off. This is one helt of a shoot 'em up; 
all-action garneplay combined with extraordinary 
graphics and a two-player option that requires both 
participants to reaHy work together for a change. True, it 
provides precious little that you haven't seen before in 
terms of garneplay, but rarely have so many classic 
gaming features been combined together so well into 
such a neat package. Fans of Silkworm will welcome 
back a lot of old friends, albeit in slightly differentguises r 
while complete newcomers will be faced with too much 
of a challenge to have time to worry why they're being 
attacked by a monstrous flying goose. Glorious 
graphics, sound that goes beyond the functional and 
that elusive 'one mo retry' facto r m ake S Wl V a n essent i al 
purchase for blasting fans. 

The garneplay will come out virtually 
identical, but only for users of double-sided 
disk drives (there is no version for 
single-sided drives). This version will 
however be STE compatible, providing an improved 
palette among other improvements for users of the ST's 
bigger brother. 

Just as there was no PC SMwcrrn, there are 
- no plans for an MS-DOS-compatible SWIV 
This is more of a pity than usual, as 
I^HMl adrenaline-pumping shoot 'em ups 
(especially for two players) are as rare as hen's teeth on 
IBM's machine. 



PROGRAMMERS Nad Landman and Ranald PI*M 
Wntrlk hAvft included ■ small Irtauta' to on* ol 
'hn r own llVOUFtte rjamns In th* I MTU cH X*v>au-r 
Land, a ahort section laalurlng soito n? the 
iprltea from Atirl GamoT wanarabla ih«t 'am 
up. 


ANOTHER OLD FAVOURITE from the origin*! wat 
tha 'tnama ' heilcoptar, which didn't do any 
damage in its own ri^W, hut spewed forth a 
alar m trt buzzing h#|itafrf*f a lo do Ha dirty wonV 
There's a doubl* thrpat preaenlad here, as whart 
1I» mama avantually leases the screen, it*, 
babtae loom off in ret wake, destroying 
everything ln th * lf 
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Flying one plane is hard 
enough, flying a squadron 
is even trickier. Paul Pres- 
ley takes control of an 
entire airport and finds it's 
not as easy 
as Alpha 
Bravo Char- 
lie. 






DIRECT OHDfcRS So 
the p Hots of each 
plane are issued using 
trw Flight C0fitr0l 
(Pan*!, The altitude, 
speed and direction 
can all be "Hired 
allowing each plane 1c 
fly at aafe distance* to 
each other. Once ■ 
plane reaches lie 
destitution I he 

appropriate hnndavar 

control hum be 
pushed to alert the 
other controllers. 



WHAT BETTER WAV 
la Ihers to keep ireek 
Ot I he dOJana Of 
planes (hat want to fty 
over your airport than 
wtth the radar display 
There afe four Eypef 
{mam radar, tower 
control, arrive! and 
departure) 

eorresponding ta I he 
tour types Pf 
gameplay. Thl! 
runwaya ire displayed 
as solid lines wllhjn a 
large rectangle and 
aircraft are either 
smalt squares or 
Irlangtes, marked with 
their calt-wgns, 
attitude end speed. 


DT J S ALL VERY WELL flying around in the latest 
fighter plane known toman, risking life and limb 
over enemy territory while on secret bombing 
missions, but what about when you return home? 

Who's responsible for making sure your plane doesn't 
accidentally collide with one just taking off? Who's 
responsible for making sure the 747 filled with 
holidaymakars has a clear passage of air to fly through? 
Who? Air Traffic Control Man, that's who, 

Now you get the Chance to share in the exciting life of an 
Air Traffic Controller as you handle arrivals r departures, 
overf lights ami taxiing, ensuring the skies over Germany 
are full of non-crashing planes and the ground isn't littered 
with burning wreckages. 

Take charge of the towers at Hamburg or Frankfurt and 
watch the aircraft go up and down, tell departures when to 
depart and arrivals when to arrive, handle hijack situations 
and engine fires with ease. All in a day's work for a busy Air 
Traffic Controller, 


TO THE LEFT OF THE 
RADAR is the aircraft 
conlnol Strip, S list ul 
ell the (planes you can 
eipeet to see, along 
with their call-signs. 
{Sierra Oscar SI 9, and 
so Lull their 
destination, plans type 
and all other 
ifllof rrtatlon needed lo 
determine where I he 
plana has to bo and 





TO THE RIGHT OF 
THE RADAR Is the 
ml m-corn flute* tram 
which information 
such BS weather 
condition* or flight 
paths can be 
accessed, coded 
transmissions can be 
sent ta the aircraft, 
data such aa 
waypolnt* can be 
overlaid onto the main 
radar and Ih* alarm 
can be activated to 
alert the tira crews. 


EVERY AIR TRAFFIC CONTROL simulator 
(and believe it or not, there have been quite a 
few) will be compared to Wesson Interna- 
tional's definitive Rapcon - and Tower FRA 
fares up pretty nicely. The only major drawback here is 
the strange flick-screen effect which causes you to 
momentarily lose track of what's on the screen - a 
hazard during rush hour! There was no real need to split 
things like thus, one screen for everything would have 
done the job. On the plus side though, it's extremely 
easy to getthe hang of and you soon find yourself totally 
absorbed with thecomings and goings of both large and 
small aircraft. The amount of random factors that can 
affect a plane make for a varied gameplay, anything 
from strong winds to a hijack situation can happen, 
although mainly on the higher levels. Although there's 
often a lot going on, there isn r t a great deal to look at: 
what's there is presented well enough, but with a screen 
f u tl of n um bars and green I i rtes, i t's not th e k i n d of ga me 
you use to show off to your friends. The other main 
aspect, the speech (using the internal SID speech chip), 
does give the impression that it accidentally ended up 
sounding like an accurate portrayal of a radio 
microphone and leaves something to be desired. The 
lack of aesthetic pleasure however is more than made up 
for by the challenge and intensity that's generated. 
Tower FRA proves that landing planes can be as fun as 
flying them. 

j LAGGING SLIGHTLY BEHIND the Amiga, 
this one is so far identical in all ways - except 
that (unsurprisingly) the speech option will 
not be available. 


ST 


as 


SORRY, BUDDING PC ATCs, those stubborn 
Thalion boys won't divulge when this 
version will be available. Stay tuned to these 
pages for an Estimated Time of Arrival. 
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TOWER FRA 

Thafoon 


AMIGA 

PRICE £24.99 
OUT Now 
GRAPHICS 70% 
SOUND 78% 
PLAYABILITY 88% 
VALUE 8/'vv 

OVERALL 


85°/< 


0 


,R| ST 


PRICE 
OUT 


£24.99 
May 


IBM PC AND 
COMPATIBLES 
PRICE N/A 
[JUT N/A 


The 

beginner's 
guide ta Air 
Traffic 
Control, 
Part One: 
the Inter- 
national 
Phonetic 
Alphabet 

A ALPHA 
B BRAVO 
C CHARLIE 
D DELTA 
E ECHO 
F FOXTROT 
G GOLF 
H HOTEL 
I INDIA 
J JULIET 
K KILO 
L LIMA 
M MIKE 
N NOVEMBER 
O OSCAR 
P PAPA 
Q QUEBEC 
R HOMED 
S SIERRA 
T TANGO 
U UNIFORM 

V VICTOR 
W WHISKY 

X X RAY 

Y YELLOW 
Z ZULU 


62 


THE 
□NE 


MARCH 
1931 


From the creators of F- 1 9 Stealth Fighter, 

comes a flight simulator which applies the 
atest computer technology to the earliest 
dog-fighting aeroplanes. There is no radar. 
No fire-and -forgets. No E.C.M, fust your 
skill and ambition to live to fight another 
day. The Micro Prose way. 


"For my country, my honour and my 
life -lama Knight of the Sky" 



* Fly 20 planes, including every major fighter in 
WW J. 

* Navigate with actual mapping of trenches, 
roads, cities, aerodromes, anti-aircraft guns 
and more. 

* Accomplish hundreds of missions in 7 
categories, including ground support, bombing 
and dog- fighting. 

* See the action from 13 dazzling 3-D 
perspectives. 

* Chaflenge a friend via modem or direct cabte 

* Combine news and intelligence reports with 
jour own intuition to track down the 16 men 
whose successes diminish your own. 

* in the gallant tradition of the ancient knights, 
you challenge each to determine who is truly 
World War Is Ace of Aces. 


Ploughing through the clear, cool air above Flanders, my hunting 
ground, my domain. The ear-shattering drone of the engine, the 
blast of the ice-cold wind in my face, the strain of the knowledge 
that 1 dance on the brink of extinction. The shells pepper the muddy 
trenches below, the flak strafes the 
sky around me, but my mind sees 
only the challenge ahead,' 


PROSE 


Oft BUY BON 
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In the dangerous world of Fractal 
Geometry, Paul Presley finds himself 
alone against the enemy. Let the hunt 

begin... 

HERE'S NO PLOT. There's no point. Acti vis ion's 
latest is a$ straightforward as apple pie 
almost. One man,. The Hunter, must undergo a 
series of desperate missions into enemy territory, using 
whatever he can find to help him. 

Actually, it's not quite as emotionless as all that, it's just 
that Wwnferdoesn't realty need much of a plot to work, inthe 
same way that Realtime's Carrier Command didn't. 

There are three types of mission to choose from : a series 
of lin ked d e mol iti on |o bs r a si m pi e a ctio n -packed battle and 
a long intense ca m paig n . The n ice th i n g is th at, p ro vid i ng he 
doesn't die or fail, the beginning of a new game sees the 
character conti n us fro m wh a re h e I eft off , at t h e sa me po i n t 
in time and with whatever equipment he had left. 


THE CONTROL PANEL 
show* **nythiilfl you 
UN tO *I*Y M»(, ft* 
mil ft* you • i: .. r n*n : 
r.n orcliniHiiK th* 
clock i>**nnH;il for 
keeping Irfeck 41 your 
Witt* limll), a radar, 
your entry y tha 
amotinl □! 1uel 
contained m your 
currant vehicle s no 
any necmaary 



THE HUP, WHICH 
CAN BE OVERLAID 
onlo the main screen, 
shows the layout of 
In* lahndi (random 
lor each game) and 
lhe position of the 
■ocalton currency 
choHn from your log 
book, massed at a 
small yellow dot An 
Aortal Observation 
Unrt, whan llred.. 
Ngniigfti* lb* 

■nmkdkrtfr Mima fend 
ehowa Ih* position of 
bulldlnga, vahlclaa and 
enemy troops. 


REVIEW 


HUNTER 

Activision 



YOUR OBJECTIVE K 

USUALLY rtwaad on 
th* map m your log 
book. Aa you 
progress., conlacla 
such as -spies or 
locals will offer 
Information in th* 
form a f mpp 
CO-ocd«n.|»*- Th*** 
art *n4*r*d ft* y«v Oj#t 

rhnm and mnko up ;i 
complete record qI 
your journey, 


PRICE £2499 
OUT March 
GRAPHICS 91% 
SOUND 90% 
PLAY ABILITY 93% 
VALUE 90% 

OVERALL 

92% 


ATARI ST 
PRICE £24.99 
OUT March 
GRAPHICS 90% 
SOUND 89% 
PLAYABIUTY 93% 
VALUE 90% 

OVERALL 


92°/ 


0 


IBM PC AND 
COMPATIBLES 
PRICE TBA 
OUT TBA 
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BEC^H EACH MISSION 
with * brief wLtfl to the 
Floras, whir* y&u Can 
1op up on weapons 
and ammunition. Mot 
everything >s available 
here. medical supplies 
cin only be oclaLned 
from hospHais and In* 
larger weapons ar* 
Inifrd deep In enemy 
territory No on* Hid 
this wis oaring to b* 
easy. 


□no 


ADD 




haue boarded a car 

have destroyed a bull for ^5? credits' 



OF ALL THE 
VEHICLES pvailafclt, 
th€ halicoplpr It fay far 
the b««l although II 
Is slightly tricky Id 
certlrtil- WIQi It you 
can crOM large 
distance* wllh aaaa, 
although it d«u have 
Twp main drawbacks. 
It eela away at fuel 
Hhd tends. 1o attract 
the moat unwalcome 
ol miaallas and flak. 


THE ENEMT Drfts.!Hwd 
In red and wtlb i 
temper lo match 
Occasionally you'll 
nnd one wftc 1*1)1 
happy with nil lot arid 
allow* you lo go an 
your marry way - but 
don't cou nl on li. The 
spare unilorms tound 
In some of 1ft* houses 
serve aa a useful 
niaguise. but SftOW 
any hoettHly and the 
enemy aim see ngni 
through it. 


THE AMOUNT OF 
VEHICLES lo choc** 
ranges from pedal 
blkea to tanks, there'* 
even windsurfing 
equipment If you took 
for II- Fuel is required 
tar the enginsd 
transport and tends to 
Luine n a imimo 
supply, but thn larger 
{he vrheeH, the larger 
the gun. Rocket boats 
r.ar*f SOmm shells and 
lirtkacan dealroy a 
puUdlng In a couple o| 
shola. 

BUILDINGS CONTAIN 
various item* Id h«ip 
you In your 
deatructiva way*. 
Fuel, first hW, Here*, 
money end. most 
Importanlly 

inhabitant! ere soma 
of Ihe ingrsdianl* thai 
make up lift on the 
island! end provide 
mm □< Hunter s 
inter action. 
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□ NOT SJNCE MIDWINTER has anyone 
managed to successfully create an effective 
three-dimensional environment and com 
bine it with an absorbing game. Now, at last r 
Act M si on has put that fight. The smoothness of the 
scrolling and the thoughtful and imaginative screen 
zooming feature are pust two of the elements that grab 
and hold onto your attention like a hungry Rottweiller 
attacking a burglar. Your enemy's intelligence is 
remarkable if a little persistent: one soldier insisted on 
swimming across three islands in pursuit of my wind- 
surfer. The ever-present time factor makes for some 
interesting strategies. If you take a long route towards 
your objective in order to avoid missile launchers and 
so forth, make sure that you'va worked out a good 
escape route, ht's not all flash graphics though, the 
sound too has been put to good use, alerting you to 
dangers such as missiles, a split second before you see 
them (and staring the wits out of you). If there is a sour 
apple in the barrel, the it's the foot combat. Aiming is 
not the easiest of tasks {the fact that your gun is in a 
fixed position doesn't help!" and would have benefited 
from a crosshair or something similar. This isn't a real 
problem in vehicles as you're usually some distance 
from your target and have the time to aim well, but up 
close it s a wild battle. Ultimately it's the graphics that 
win the day, more often ihan not you'll find yourself just 
wandering around the landscape, trying to shoot rab- 
bits {sorry, but it's true!), but if an attempt is made to 
complete one of the missions then you J ll find that 
Hunter offers both compelling and exciting entertain- 
ment that's going to last at least until Midwinter 2 
arrives, that's when the real battle will really begin. 

■HB NOTHING GAINED and nothing taken away. 
4 Hunter offers just as much enjoyment as its 
1 I Amiga counterpart. The graphics are a little 
■■K lighter and maybe not quite as detailed, but 
the difference is so negligible that you wouldn't notice 
unless you knew what you were looking for. 

ACTIVISION'S AMERICAN CONNECTIONS 
mean that an IBM-compatible Hunter is 
more-or less inevitable. The bad news 
however, is that there's no plans to make the 
inevitable happen in the near future - we'll keep you 
posted. 


PC 




IF AN 

JpDYERT IS WRONG, 
"WHO PUTS IT RIGHT? 


f 


do. The Advertising Standards Authority ensures 
advertisements meet with IJir strict Code of Adverllsii 
Pmrtk 

So if you question an advertiser they have Lo 
answer to us. 

itt find out more about the AS V please write to 
Advert ising Standards Authority. DepL X, Brook House, 
Ibrrinston Place, London WC1E 7HN. 


This Npacr is donned in I In* fnlmrKlN uf higli hlandard* In aihrriiseiiirin 
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IQJfa SI John* Hill, 
1 lluph iim 

London. SWtl l-SY 

v(Ih RR CLapham Si. 



Title Amiga ♦.♦,.«S,T m JP.C 

689 Attack Sub 18.99 - 24.69 

ATF 2 18.99.... 18.99. .19.99 

Accolade in Action . ..24.69 - 24.69 

Adidas Football 18.99. ...18,99 ■ 

Alpha Waves 1 8 .99 . .. 1 8 .99 . . 24 99 

Amazing Spkterman 18.99.... 15.1 9. 19.99 

Aminos 15,19 ■ 

Armour Geddon 18.99. ...18.99 - 

Atomic Robokid 18.99. ...18.99 - 

Awesome 26,60 - 

Badlands 18.99... .19, 99 - 

Billy the Kid 18 99 - 

Buck Rogers 22.79 - ■ 

Cadaver.,.., 18.99. .18.99 - 

Captive 18.99.,. .18.99 - 

Carthage 18.99 - - 

Chaos Strikes Back .19.99. ...18.99 - 

Chase HQ SDI 18.99... .18.99 - 

Dick Tracy 18.99. ...18.99, .18.99 

Dragon Flight 22. 79.... 22. 79 - 

Dragons Lair 2 34.20. ...34.20. .34.20 

ESWAT 19.99. ...18.99 - 

ECO Phantoms 18.99, ,,.18.99. ..„■ 

Elvira 24 69 ... 24. 69 

F.19Slealth Fighler 24,69. ...24.69. .30.50 

Fulwe Basketbal 1 1 8. 99 .... 1 8. 99 .... 

Golden Axe .18.99. ...18.99 - 

Hard Drivin2 18.99. ...18.99 - 

Hollywood 

Collection 24.69.. .24 69 - 


PHANTASTIC GAMES 

16 BIT SPECIALISTS 

I 


Till* r .,„j^mig5u.,... J ....S.T . 

James Pond 18.99. ...18.99 

J.Nichlaus Unlimited 24.69 

Kick Off 2 15.19, ...15.19 

Lemmings 18-99-.-1 8.99 

Line of Fire 18.99. ...18.99 

Lotus E spirit 18.99..., 18.99 

M1 Tank Platoon 24.69. .. 24.69 

Man ix 18.99,... 18.99 

Mean Streets 18.99.... 18.99 

Mechwarrior * 

NARC 18.99. .18.99 

Nightbreed - Action .18.99... 18 99 
Nighlbreed - 

Interactive 18.99.. . 18 99 

Mitro : 18.99.. ..18.99 

OoopsUp 18.99 - 

Pang 18.99.. ..18,99 

Platinum 18.99. ...18.99 

Powermonger 24,69, ..,£4 .69 

Rick Dangerous 2.. ..18.99.. .,18,99 

Robocop 2 18.99.. ..18.99 

Satan 15.19 .15 19 

Simulcra 18.99. ...18 99 

Speedball 18.99... .18.99 

Strider 2 18.99.... 18.99 

Stun Runner 18.99. ...18.99 

Super Off Road 16.99... .18.99 

Team Yankee 18.99.,.. 18,99 

Teenage Turtles 18.99 IB. 99 

Total Recall 18.99. ...19.99 


..P,C 

30.50 

18 99 
18.99 

30 50 


24 BS 


24.69 


24.69 


19.99 


15.19 


.24.69 


24,69 


)YS'l '1CKS 


Telvplicmt-: 071- 
738- 
0617 


PRICK 


Quicfcsriot 3 Turbo £9-00 

CKiigk5hDt3 IBM .,,..£11.70 

Competition PRO 5000 E13.SD 

Competition PRO Combat £14 85 

SpeedklngStd... £9-00 

Cruiser Black £900 

Ouick|oy Superboard £16.15 

Ouickioy Megatrfhartf i - £22.50 


HARDWARE 


Amiga 500 - Screen Gams £369.99 

Atari 500 STFM - Discovery £269.99 

Amiga K2 Meg - Exp& Dungeon Master. £45.00 

Atari Drive • Cooperation & K02 £75.00 

Amiga Drive & RVF.'Beasl.'KOZ-'B.&Cfciadrori £85,00 


8 BIT SOFTWARE & RFC'S AVAILABLE 


ORDER FORM 


NAME 
ADDRESS 


TELEPHONE NO s 


i TITLE 

FORMAT 

VAll 1 ! 




PosHtg^ lree Dri 2 ur more 
software tiltes. 
1 Else 1 1 PP or C5 Hprd w* w 

POS'l'ACI 


TQTAI 
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1S91 


All software / Hardware is subject to availablity. 
Titles nnl sivailable will be sent on day of release 
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II -HAL.. 

i hi... --wimo! 

[:Hrti.i«MAlH?l-Wb*AR|- 

F-SWAT 

RnnuEinHwi* 
hAflpnnh'iiWtti 

WHFPACl |1Mt^i 
BATTl F LIIUMAN'i 
lOri'ilAmilJt 

h- ■ • II .-. 

t^i ,r imii 

FlSAI rtlll'.l II 

ChABSSTAiusiuix 
urns fjtm 


PHI* 


■ : 


AMIGA SPECIALS 


57 OH *MU 

WM.IJ OjF CU«F*U,TIOtt5 FI499 
Rick On. tTi»m*Hmi (nr. 




ItHIH 
FAERY TALE ABYl N'l.HI 
BALANCE DFWffifl 
AIRBORWRANEER 
mjHlFUflit DOCIOBIP 
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Jones In The S 85 
Fast Lane 



PC 


Tired of battling dragons, aliens, drug 
lords and the undead, Paul Presley 
tries an adventure in real life. 

AXES, BILLS r employment and education. As 
most of us are battling these elements in 
everyday life, you'd hardly expect them to 
combine to make an enjoyable computer game. Sierra On- 
Line, however, thinks otherwise. 

Until now, the Ameri ca n g i a nt ha s best been known for its 
wide range of graphic adventures, but now it hopes to carve 
itself a niche in a more original area of gaming - the on- 
screen board game. 

Up to four players can compete (with the fictional Jones 
filling the ranks in the absence of human players). To keep 
up, each player has to build up a life, improving his or her 
;:< .lucdtiyn, employment, housing, health and happiness 
along the way. 

Travelling clockwise around a racetrack-type board, the 
players visit 12 buildings, each with a different function, 
making money and improving their standard of living as 
they go. 

Each r tt»rn r counts as one week, with every action eating 
upa certain amount of that lime: when one player's week is 
over, play passes to the next person and so on. 

WITHOUT DOUBT, the first thing that will 
strikeSierra-philes is how different this is from 
the company's usual output. And, regardless 
of how good those graphic adventures are, it 
still tomes as a welcome change to not have to puzzle 
your way out of every situation. The idea of 
implementing a board game on computer isn'texactiy a 
new one, but up until now (apart from conversions such 
as Trtviat Pursuit) the results have never managed to 
retain the feel of the originals. This, however, is a good 
exampleofhowitcan bedone. It'sobviouslymeanttobe 
played by more than one person, but even competing 
atone against Jones {the computer player} provides 
enough of 3 challenge to last sometime. The first-class 
presentation (which we've come to expect from all 
Sierra On-Une product! is largely responsible for the 
generally good feeling you get while playing: digitised 
animations are used for all the characters (incidentally, 
each digitised person is a Sierra employee) and 
individual themes are used for each of the locations, 
MacDonald's style tunes for the fast-food restaurant, 
cool music for the clothes shop and so forth. Playing the 
game with others incites plenty of excitement, 
especially as you see your score creep past the others 
only to lose your job and have it sink right down again I 
It's this kind of intensely competitive atmosphere that 
makes Jones a winner. 

OBVIOUSLY, there won't be any 256-CQlour- 
VGA graphics on versions otherthan the PC - 
and three channel sound won't sound quite as 
nice as a Roland or AdLib sound board — but 
otherwise it should remain the same old rat race. 

AGAIN, machine specifications limit what 
Jones can do visually and aurally, but the all- 
important gamepley should remain in the 
same lane. Watch out for full updates in future 


AND HERE'S the siar 
qI ihe show. 
Will Limit) Jorrtrt Si. 
work, real and play n 
a userul 
w*v a* gaining «P« 
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BtClN f ACH cinmr by selling ;i level lor each Ql 
Pour gonls - Money. Hsppinesfi. Education and 
Cih - I ha Mril player lo meet his or her 
expectations wins. Honey la a measure of your 
wealth and current Investments, Happiness Is 
gained by buying luxury goods or taking time off 
irturfc. Education depends on I he amount at 
diplomas, you earn anfl Cdfwr man»ur«* your 
fl-mpluyrrmnl record, 



ACCOMMODATION is wIkIkI horn a choice oltwO 
SI1e*. a low-cost apartment or Ihe iwanky La 
Security building. Il may make you happier, but 
the prke of high-living la reflected bn the amount 
o1 r«n| thai ha* In be paid every Tour week*. 
Mias a payment and you COUM Hnd your wage* 
being deducted. 



AS IN REAL LIFE, thorn s a variety ol careers lo choose from. Nina of ths building x on the board oiler 
jobs through the Employment Office, each with rt» own promotional* structure. You'll need plenty ol 
experience and a good education to become a fcwrH raiaru»gsr, lor eaart^ale, Mhere&s Monolllh 
Burgers will take fual about anyone. Wages lend lo fluctuate art all limes, ao It's often worth checking 
whether you're due for a rise or whether n * lime lo nw»* 



i Durgers. 


MtiuabuK^r* ......... I7f 


l. 



issues. 


EDUCATION pliyi a major perl In your game-life 

the H«-Tech University offering course! in 

everything from Engineering to Business. 

Administration. Paying Ihm enroll merit lee allows 
ate*** In either the Trade School or I he Junior 
College, from where you can branch out, gaining 
diploma attar diploma. 


KEEPING your lite in order is hungry wort. VOu 
need to be fed every lurn, so i quick vial* to 
Monolith Burgers |a familiar light to Spec* Qwrst 
lam) should do the trick. Alternatively - 
cashflow allowing you can buy food lor several 
weeks Irom the martlet. Made sure you have 
somewhere to store il (hough 4* fridge fir 1m*ier]i 
otherwise you'll find an upset stomach and a trip 
to Ihe doctor's i* In order, Fall to Mil *nd |lm* Is 
deducted frgm your lurn. 
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JONES IN 
THE FAST 
LANE 

Sierra On-Line 


IBM PC AND 
COMPATIBLES 
PRICE £29 .99 
OUT Now 
GRAPHICS ea% 
SOUND 87% 
PLAYABILITY 31% 
VALUE 83% 

OVERALL 

88% 


PRICE 

TBA 

OUT 

TBA 

ATARI ST 


PRICE 

TBA 

OUT 

TBA 


This is ttm 
game you'll 
bring out 

when 
friends 
drop by or 
when the 
family just 
can 't take 
one more 
evening of 

Trivial 
Pursuit 
Bill Davis, 
designer 
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CYBEftCON 111 

The Assembly 
Line and US 
Gold 
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ATABf ST 
PRICE £24.99 
OUT April 
GRAPHICS 91% 
SOUND 75% 
PLAY ABILITY 88% 
VALUE 35% 

OVERALL 


93% 


PRICE 
OUT 


£2499 
April 


IBM PC AND 
COMPATIBLES 
PRICE £29.99 
OUT TBA 
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Cybero 


WHEN THEY BUILT C/BEFCON ihey 
creeled a protection complex so 
sophisticated it made Foil Knox look Ilk* 
■ Wendy house, Inside there are rooms of 
■n shapes and sizes (some several limes 
the height of a mart connected by a 
series of lifts. ledg*s H pits, traps, locked 
dDors and invisible floors. And round 
every comer you've got an excellent 
chance ot meeting one of the hundreds of 
powerful and aggressive security robots. 


ORIGINALLY, THE COMPLEX was 
designed for ordinary mai ntenence 
technicians In boiler suits. These days, the 
only safe way to view It Is through the 
protective visor of your power suit. This 
marvellous piece of modern tailoring lets 
you jump inhuman distances, generates 
protective shields or cannon at the touch 
of a button, is sell-repairable and can 
locate enemy positions by sensor should! 
you so desire. The only cost is energy - 
you begin with one energy bank (bottom 
left} to power the lot, collecting the 
maximum four (for ertrs speed, strength 
end efficiency! along the way, 



YOUR CANNON is the most efledive way ol disembowelling robots - Ira strength (ranging from mere bullet 
lo super-baioofca} grows in proportion to your power status Post-destruction moat robots leave one or two 
handy parts for you to cannibalise. These include such goodies as cameras, eitn energy cells force-field 
operators end H you re lucky pieces ot key Energy power-ups double as grenades, although you II 
to find a launcher before you can lob them around. 



ll 

\ 3| 










MARCH 1391 


THEOME 


on 




FTER DECADES OF FIGHTING, destruction and 
death, 23rd century man finally built Cybercon III 
and everyone breathed a sigh of relief. With this 
gigantic computer brain in charge of defence systems, no 
single nation ordinance dared risk splintering the balance of 
power Humans everywhere sat back, relaxed and played 
video games- 

Now. years later, it looks like something's gone very 
wrong. Cybercon is systematically carpet bombing the 
planet and blasting seven shades out of everything that 
b re at hes. Soo n Ea rth w i 1 1 be not h i ng but a f razzl ed m e m ory 
in the great universal scheme. 

But. wouldn't you know it, there's just one hope. A 
loophole in the design allows a single technician into the 
sprawling defence complex that houses the Cybercon 
brain. Get in there r survive the automated robot defence 
systems and pull the plug and you're a hero, Fail, and you'll 
die - along with everybody else- 
One m inor p ro bl e m : Cy be rcon knows you* re co m i ng a n d 
has prepared a secret weapon for its own defence - deep 
inside the complex the Annihilator is stalking you. 

AT TIMES whan your 
power's low and iha heal 
It on, field generators 
Can buy you valuable 
time. Placed strategically, 
they create an 
impenetrable protective 
shield between you end 
the enemy's fire. They're 
alio re-usable until the 
power rune out. 



ANNIHILATOR ASIDE, the automated robot defence systems come In two varieties. 
Some, like these pyberwheelv, respond to movement and animation (stay still and you 
won't get hit). Other, more intelligent entities can actually see - the most efficient way 
of blasting i hem is to aim for their eyes. Initially, each quarter of the complex has its 
own peculiar variety of robot: as your movements open these areas up, they move out 
of their designated spheres and clog up the entire available space 



RARE, 

EXTREMELY 
WELL-HIDDEN and 
heavily prized, the 
tour component* 
of the Master Key 
are what all this 
unhealthy exposure 
to death end 
destruction la 
really about. Each 
one gives access 
to a whole new 
area of the 
network and all 
Tour arid up to a 
one-way ticket to 
the Cybercon 
brain-stem itself, 


WE HAVE THE TECHNOLOGY 

A COMPUTER THAT could run the world's defences Jike Cybercon III doesn't 
exist yet. In the meantime the nearest equivalent to automated protection on 
the same scale is the American Strategic Defence Initiative or SDI. 

The idea is simple: space-based weapons systems detect and intercept 
intercontinental ballistic missiles (I CRMs I before they hit their target. If they're 
caught early enough, any fall-out or debris hits the country of origin. 

So far there ere three potential SDI systems on the drawing board: lasers in 
space, an electromagnetic launcher or an electromagnetic gun . The problem is 
that it's pretty hard to test any of these in the vacuum of space - therefore there 
are no real guarantees that they'd work well enough to act as a genuine 
deterrent. 

The Russians meanwhile are concentrating their efforts on 3 laser-based 
equivalent, including the potential to use Free Electron lasers based on the 
ground to intercept missiles in the upper atmosphere. 

Since President Reagan's departure, SDI hasn't featured too heavily in 
international policy, but there is some speculation that the success of 
ground-based Patriot defence missiles in the Gulf War may put it right back on 
ie agenda again. 


THE ACCURATE 
3D ensures that a 
bridge like this is 
visible from every 
possible angle. 
Underneath you 
can gaze up and 
admire it above 
you : tf y«u happen 
to be standing on a 
level higher up 
you ll be able to 
crane over the 
edge and sea It 
below. 
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ALL LIFTS AND 
COOED DOORS 
are opened using 
your multi-purpose 
sonic key. Thia 
handy Utile gadget 
allows you to 
interrogate objects, 
to discover rheir 
sonic combination 
and then play the 
appropriate 
symbol s through. 
Most lifts have 
different codes for 
down and up and 
certain areas only 
become accessible 
when you've 
collected new 
symbols to bo 
added! to the key. 


ON THE LINE 

CYBERCON fit IS THE BABY of Andy 
Beve ridge and Ricardo Pinto, both 
erstwhile employees of Realtime, 
whose work on a whole series of 
products (including Carrier Command) 
has endowed them with extensive 
experience of 3D. 

In this case, the 3D was given a 
complete overhaul sin months into the 
project when Ricardo first saw Andy's 
designs, ridiculed them and pro- 
nounced he could do better. He ripped 
out most of Andy's conventional 
box-like rooms, got rid of the con- 
ference centre look and replaced both 
with the weird spatial gymnastics that 
are Characteristic of Cybercon Ill's 
outlandish feel. The revamped comp- 
lex worksasa complete 3D entity: every j 
single room is unique and has been ! 
individually designed - first on paper, 
then on screen - right down to the 
decorations on the wall. 


CAMERAS ARE A good way Of keeping I walcfl 
on your back. Carefully placed and positioned, 
they allow you to keep watch ol vital robot 
movements white you're involved! in crucial 
ladies sorrwwhere else. The Annihilates is 
cleverer ■ II he sees a camera he immediately 
moves. Alien-like, out of shot, 


ST 


IT'S THE SHEER SCALE of Cybercon ///that 
hits you first. The network of labyrinthine 
passageways, womb- like chambers, mind- 
bogg I ing I y ta II towers and sinister wa Ik way s 
provides an incredibly detailed and totally interactive 
environment to explore. Not only are all 400 rooms 
genuinely different, but because everything in them 
functions realistically (push robots hard enough and 
they move, dropan object overtheedge of a ledge and it 
falls; the way that you negotiate the place isn J t limited by 
any in-built constraint. You could have hours of fun just 
exploring, but there's more - a whole series of 
convoluted puzzles plus a crowd of robots to 
dismember. What really makes the game however, is 
the tense one-on-one rivalry between you and the 
Annihilator. Whatever you dos wherever you go, the 
chances are he's only a step behind. How you approach 
the challenge is a question of choice - avoid the robots 
a nd sneak arou n d or power u p a nd just let rip, Either way 
weeksof intense interactive excitement areguaranteed: 
as yet, this is as close as you'll get to experiencing a 
complete virtual reality inside your computer. 

EVERYTHING THE ST version has, the 
Amiga offers too, with the added advantage 
of f o u r-c han n e I sou n d. The f u 1 1 be n ef it of th is 
aural enhancement, however, can only be 
enjoyed by owners of 1Mb machines. 

DUBBED THE SHOWCASE version' by The 
Assembly Line, PC Cybercon III is alt set to 
exploit a whole host of graphical and sonic 
improvements which just couldn't be 
crammed into an Amiga or ST. Special features include 
some ext ra g amep I ay enhancemen ts, R □ I a n d a n d Ad Lib 
sound support plus 256 colours and a graphics system 
"the ifke* of which no-one has ever seen." 
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THEY MAY LOOK 
like a pious, 
god-fearing bunch, 
but the guardian 
angels (their wings 
displaying The 
Assembly Line's 
skill at creating 
transparent 3D 
circles) are among 
Cybercon -s 
toughest nuts to 
crack. If your 
systems are badly 
damaged, a brief 
respite should give 
the power armour's 
self-repair unit 
time to work. 
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NINTENDO SUPER FAMICOM 
0898 - 555533 

Plus Bombuzal and Act Raiser 
simply the best! 



PLAY TO 
ec ember winner 


K.Laing, 
□ 5 Lincoln. 
[& j= Software , 


^.Sargent 
Flnedon K5 
TurtteB I! 



REMEMBER I! 

You can enter more than once 
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MMOM spmb 002 Jemoue 

6ZSSQS - 8680 
3HVM±dOS dO SdV3H 


Z PLUS Rin 9 an y of the above numbers for details of trie April bonus draw PLUS ^ 


all calls last approx. 4 mlns. one prize per competition 
calls are charged at 33p per mln. cheap rate and 44p per min. all other times 
If you are under 18 please get permission to use the telephone 

PLAY TO WIN, 159 STRATHMORE AVENUE, LUTON, LUt 3QR TEL: 0582 413943 
WE SELL EVERYTHING, EG Famicom + 2 games £295 ,Megadrlve + M Mouse £145.99 


! WIN! WIN! WIN! WIN! WIN! 


MAIL ORDER TO:- DEPT ONE, HARROW DFWE, LONDON N9 9EQ 
TEL: 0S1 -803 0B93 
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# GAMES H.Q. 1* 


Bon 17 

Coulby Newham 
Middlesbrough 
Cleveland 
TS8 9YW 



■ PLEASE PHONE IF YOUR 
REQUIREMENTS ARE [MOT LISTED 


I * FREE 1ST CLASS DELIVERY ON ALL PURCHASES I 


■ STRATEGY GAMES * 

• LEISURE « 

Front Line .„ 17.95 

Overlord ......14.95 

A nc iflnt Battles 1 / i\b 

Vulcan 14.95 

Borodino 18.95 

East vs West 19.95 

Stellar Crusade 27.9B 

Rick Dangerous II 18.95 

Lemmings 18.95 

RpboCopll 19.95 

Midwinter 21.95 

TheKristal 14.95 

Golden Axe 19.95 

U. M.S. II 23 95 

Tank Attack 8.99 

Starblade 19.96 

Turncen 16,95 

nSegasElii*: ..18.9Ej 

Ttl under birds 7.95 

Windwalker 19.95 

Ghouls&Ghosts 16.95 

1 Film Director., ..44.95 

TwinWcrld 19.95 

1 Cyt>erPaintV2 3995 

Captive 19.95 

Deathtrap 19.95 

* SIMULATORS * 

Lotus Turho Chal 17.95 


[ 


Fl9STFighter 23.95 

F29 Ratal iator.. 19.95 

Lancaster , 14-95 

Gun ship 19.95 


UTILITIES 


WORD PROCESS 


'4.2 69.9b 


Mailshot Plus 33.95 

System 3 34.95 

HomeAccounts 1 9,95 

E 

1st Word PI US. 


t ATARI & AMIGA COMPUTER PACKS * 


Atari 520 STE Turbo Pack 359.99 

Atari 1040 STE Extra Pack 449.99 

Amiga 500 Stand Alone Pack 319 95 


I 
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PROTON SOFTWARE 

TEL: ORDER LINE 0462 686977 


V7SA 


AMIGA TOP 30 


IBM PC TOP 30 




MANCHESTERUTD 

1 2 99 

f'S\t Pi£|U AVE 


KICK OFF fl 


16.99 


ID. 33 

FLIGHT BIM4 


35.00 

briAsc null 

10.33 

SUPER OFF ROAD RACER 

16.99 


1B UU 
10,3tP 

TEST DRIVE III 


19.99 

1 f\Ti IC CCDOlT 

Lu rUa fcarnl F 


WONDERLAND 


77 99 


n 9 on 
1 /.S» 

WALLSTRFFTWIZAfiD 

14 Q9 

ClCffC 1 1 □ A 1 ft II 

artLLHALLII 


ISHIDO 


1 9 S3 

If If V f\CC II 

1 J. 33 

PRINCEOFPERSIA 

17.99 

rUVft n rviu rikJ tl 

hi 

BOXING MANAGER 

16.93 

bIMLI r T 

1 0-33 

ANCIENT ART OF WAR 

1 1- 'hi 

1 E0. .1 .3 

1 r Am Y A NR.bc 

1 3. S3 

P C. A. TOUR GO LF 

16 99 

ROGUE TROOPER 

129S 

BATTLE CHESS |l 


19 93 

CAR V UP 

■II 

MONTY PYTHON 


ELVtFLA 

1 9. 33* 

Ml TANK PLATOON 

22.99 

Ml TANK PLATOON 

Ifl.SS 

SIMCITY 


19.99 

prince of Persia 

14.99 

BATTLE OF BRITAIN 

19.99 

JAMES POND 

12 99 

GUNSHIP 


24.99 

TOYOTACELICA 

16 99 

PIPEMANIA 


16.99 

BOTICS 

12.99 

KLAX 


16 99 

BOXING MANAGER 

15.99 

MIG29 


19.99 

MAGICIAN 

13.99 

MEMORY MATE 


22.39 

BUCKROGERS 

22.99 

688 ATTACK 


22.99 

CHESS CHAMP 

17.99 

CHESS SIMULATOR 

13.39 

SUPER OFF ROAD 

16.99 

ATFII 


19.99 

ZOUT 

16.99 

TEAM YANKEE 


22.99 

AMOS 

36.Q0 

tiHL-MLINSH 


1999 

WALL ST WIZARD 
CRICKET |1 MEG \ 

1 6.99 
14.99 

MURDER 

ANCIENT BATTLES 

1999 
19,99 

FLIP IT 

12 99 

FUPTT 


12.93 

NAKE-HA. UreHADt MCI UK 
FOR >J*4* A*i|> ATA*| ST 

Plane state disc size when 
ordafing 

N AKSI1A SERIAL MOU5C 
FOR OM PC AND COMFAT5 
AT WW 


COMPILATIONS 


SEGA MASTER MIX 

sporting uuld 

MIND GAMES 

CHALLENGERS 

AMIGA ft GT 19 » 

AMIGA S IBM PC 

AMIGA ST Ii PC 14 M 

AMIGA ST 1 PC 

SUPf RAAQMX n BOY, 


WATHILOO. CONFUCT 

1999 

D¥*MMTl DUX, 

CAitfOSNlAN GAMES, THE 

fUHOPE. PAAL FRONTIER 

BOMEtfl. STUNT CAD ftAT.EFI. 

CRACKDOWN. TUflBO 

GAMES WIN lift UiniOIU. 

■ Ft V*™rw, FINAL FRDMTIEH 

pmi tennis tour, sunn 


Tt* OAMES SUMMER 

Mil' - .M 

Nfiiw CONf UCT tUftO* 

SCI, KOCQFF 
• KCKOFF U Mi WHi or. PC 

FUtl. BLAST 

AMIGA ft ST iVs» 

WHEELS OF FIRE 

HOLLYWOOD 

AMIGA ST A IBM 


AMIGA irr 

COLLECTION 

19 M 

IBM PC lft 99 

MUM 

AMIGA A ST 

FfRftAfll FORMULA ONE. P*7, 

Ht«0N u.TV9«>flrs 

m:,:-ma. .. BiOQCftYYC*, 

■XC. RALLY 
PC vMUH DEFENDE OF 
CFMJWH rapjKH 
ftlCBOWTCH 

HAflDDfWIN. T\0BO 

199§ 


RuN, CHASE HO, 

BATMAN 'HI WMJWf . 

□ANUROUS 

POWfWIFT 

AOBClCOP II. n DIANA JOf*S 
LAST CRUSADE . 
GHOSTBLlE-TtFISS 

T-W.T, 


PLATINUM 

MAGNUM 4 

AMIGA ft ST 

AMIGA ST 

AMIGA & ST 

AMIGA ft ST 

IB -H 

11 W 

19.99 

IE. 93 

HARD DPiVIN. HYBOTEi APS, 

LICENCE TO KILL. RUNNINU 

EmiDtfc BLACK TiGER. 

OPERATION WOLF. 

rCRieiN, DfUOfW SftflIT 

MAN, OAJRBICAN II. 

FOHGOTTEN WOflUDS. 

A' "F MK. M"ll M Mill IK. f 


STAJWARS 

■ 

QHOOLB 4 QMOST5 

DRAGON. KiATMAWIAnt: 
CFIUCADER 


PRODUCT 


FORMAT 


COST 


TOTAL 


P/O Cheques payable to: PROTON SOFTWARE 
New r&tMses sent onday of refeese. 


Send to; 

PflOTCHM SOFTWARE, 
ENTTHPWSE HOLfS*. 
BLACKhtDflSE ROAO. 
LETCHWDRTH. 
HERTS SGfi 1HL 

Tii: 

Fix: 4M62I 67322? 

NAME _ 

ADDRESS 


TRNQ 


CUXFI6IITER 

USE YOUR VOICE 

TO OUTDRAW 
THE CUNRCHTER 

CASH PRIZES 

0898 31 35 90 

INFOTML ^OSoi 36 LS" Cc* crage* 3oc Per C-wac 44,-. >.= W -i, OlhwTimw 




ALIENS 


Can You Kill 
The ALIENS 
For 

CASH PRIZES 



Infbdai K) Boa LSI JTTs Cdi Chcrpes 33P far min CNeqp Rate W ci olhef ttiwil 


APOLOGY 


Due to a printing error, Hardware Distribution ads 
have carried the wrong address in the last two 
issues of The One. We would like to take this 
opportunity to apologise to Hardware Distribution 
and to our readers for any inconvenience this may 
have caused. 


SONY 

THE BEST DISKS 


DISKS 


msrom 

£S.EX] 

2C3.S'DSTO 

£11.50 

303.5"DS/D0 

£1650 

4Qa.5*DS7DD 

£2150 

5G3.5'DSDD 

£26.50 

1003.5 r D&OD 


2003.5'D&DD 

£89.00 

5003.6T&DD 

E^IO.00 


3.5 DISKS 

THE BEST SERVICE 

USE OUH CREDIT CARD 

HOTLWE'!! 
ACCESS - tf 42 7^6*85 
VISA 

WE 0NLV USE ZOHN DISKS 
THE BEST AVAILABLE 
LIFETIME (3WAHANTEE. 
SAME DAY DISPATCH. NEXT 
DAY DESPATCH WHEN 
ORDERED BEFOflE 1PM 
PRICES INC VAT A 
POSTAGE PLEASE RING OR 
WRITE FOR WORE DETAILS. 
CHEQUES OR P O 'S TO: 


SONY 

THE BEST PRICES 
AMIGA MEM 


NO CLOCK 
WITH CLOCK 


EM .DO 


DRIVES 

AMIGACUMANA £75.00 

CUMANAST/E £85.00 

DISK BOXS 

ONLY WITH DISKS 

40 CAP SOX £3.90 

8QCAPBOX C5.90 


HARDWARE DISTRIBUTION 

OFPT (TO), 2» KURNIVAL GATE, SIIEFHKLD, Si 4<pP 
TFLKPHOMt- OHIJKKS WUCfWK ON 0741 7264*5 
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BEGIN THE GAME with four potential escapees out each from Britain, France, 
America and Poland. Each Is controlled in turn, but the unused throe remain 
idiotically idle white one la being manipulated. This isn't particularly realistic, but It la 
a necessary concession to payability. 

UNFORTUNATELY 
your escape 
attetn pi is dodged 
by the timetable 
Imposed by your 
captors, with 
Information 
popping up from 
time to time to 
kaap you Informed. 
Those interruptions 
can occasionally 
be useful - during 
exercise hours 
yuu re allowed out 
into the courtyard. 

which makes it 
easier to explore In 
safety. 



CONFINED TO QUARTERS 

YOU HAVE TIME MINUTES TO RETURN Ml 
OF YOUR HEN TO THEIR QUARTERS 



Laurence Scotford's imagination is 
captured by a computer interpretation 
of Gibsons' classic P.O.W. board game. 

HE VERY NAME Coldilx has become synonymous 
with some of the bravest act ions of Worl d Wa HI. 
The German command believed the castle to be 
t □ la 1 1 v secu re, but of rou g h I y 400 esca pe a tte m pts, a 1 1 east 
30 were successful. 

This is not perhaps so surprising, considering the calibre 
of the men who wate held there. Almost all had made 
escape attempts from other P.O.W. camps before being 
moved to the forbidding castle. These men saw it as a duty 
to escape, even if this meant putting their lives at risk. 

Major Pat Reid was one of those escapees, and also the 
man who has done most to bring the bravery of his former 
inmates tothe attention of the general public. He has written 
three books on Colditz (the first two of which are included in 
this package as a single volume?}, acted as advisor on the 
f i i m The Cold itz Sto ry and the long run m ncj BBC tc le vision 
series,, and devised the best-selling board game Escape 
From Cold itz. it i s o n t h e la tte r th at DM S has based its ga me. 

Each of the game's four P.O.W.s begins in his quarters 
and i s cont ro 1 1 ed i n t u r n . T he f i rst ta sk i s to ex pi ore as much 
of the castle as possible, finding out where useful objects 
are (mapping is essential if you are to make any progress). 

Obviously there are many places in the castle that are 
forbidden, and if you get caught somewhere that you 
shouldn't be you'll be confined lo a solitary cell and have 
a ny eq u i pm a nt you are carry i ng co nf i seated . Because t h i s i s 
always a real danger, it's best not to carry too many useful 
items at once - nipping into restricted areas, collecting a 
couple of pieces of equipment and then stockpiling them 
safely back in your quarters is the best strategy. 

While you prepare for escape you have to fit in with the 
da i ly rout i ne i m posed by you r captors - th is m eans turni n g 
up for roll calls and being back in your quarters when 
necessary. Exercise hours can be handy for exploring areas 
of the castle wit h out so mi jc h r i s k of gettt n g caug ht or be i n g 
shot. 

Gatherthe necessary equipment andyou can attempt the 
escape. In some instances it's possible for one or two of 
your prisoners to make an early dash for freedom, but the 
best po I i cy i s to gather as m u ch eq u i pm en t a s possi bie and 
then work out suitable escape routes for them all. 
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ESCAPE 

FROM 

COLDITZ 

Digital Magic 
Software 


PRJCE £29.99 
OUT Now 
GRAPHICS » 
SOUND 79% 
PLAY ABILITY 85% 
VALUE 90% 

OVERALL 

84% 


ATARI ST 

price nm 

OUT April 1990 


IBM PC AND 
COMPATIBLES 
PRICE £29.99 
OUT TBA 


"To ait 
Prisoners 
Of War! 
Escaping 
from 
prison 
camps 
has 
ceased to 
be a 
sport!" 


Taken from a 
German 
P.O.W, camp 
poster of the 
period. 


ALLOW YOURSELF to be spotted while 
straying, intq a forbidden area and you'll 
be subject to arrest (as indicated by 
flashing bars in front of the prisoner's 
Icon}. Should you subsequently run into a 
guafd you'll be plBced in solitary confine- 
ment lor a abort period of time - while- 
more serious escape attempts are ans- 
wered with a bullet In the back. The game 
ends when ell of ypur men are either in 
solitary confinement,,, or shot. 
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ONE OF THE NICEST 
features ol the 3D 
system is the way 
buildings are only 
depicted until you 
walk behind them - at 
is demonstrated nicely 
by Hip disappearing 
hut. If you want to 
know how useful this 
4a try playing Ocean 's 
The Gnat Escape In 
which you have to 
tumble about behind 
buildings without a 
clue as Iq what's 
going en, 


MARCH 


TUNNEL VISION 


II 


"SO MANY TUNNELS, and exits generally, begin a! 
ground-level, that at Colditz, at least it was almost a waste 
of ti m e to sta rt work i n the co n ventiona I manner. If someone 
thought of a tunnel we examined the attics; if someone 
thought of escaping by glider {do not laugh! for one was 
made in Colditz and is to t his d n y , n s far as I know, co ncea I ed 
there), we started, if possible, underground! The short 
Laufen tunnel and the Colditz canteen tunnel began at 
ground level, although the entrances to both were under 
German lock and key. Clandestine entrances rose to the 
second-floor level in tl i e theatre escape; hovered onthe first 
floor with tue snow tunnel; then rose to the third floor in the 
Dutch vertical- 5 haft tunnel, and now, the French ufioped fill 
by starting their tunnel at the top of the clock-tower! 


Extract from The Cotditx Story by P.fl Raid, puhl i&hed by 

Coronet Books. 



AT FIRST SIGHT this might look like a run-ol-the-mlll Of lag 
chapel, but wait,, whet s that light patch on the floor In the 
corner? It couldn't be a tunnel entrance could h? Well, grab 
yourself a pick-a¥e end find out. 


Ill 


I 

Si 


BECAUSE IT USES the tried and trusted 3D 
isometric view to create the game world, 
Escape From Cofc/ite ca n hardly be described 
as revolutionary. Having said that the way 
that parts of buildings disappear as you walk behind 
them is quite novel, end the whole system works well 
enough, bar a vaguely irritating drop in speed when 
there area lot of objects on sc reen . M ast of the I ocati ons 
look a bit dull and monochromatic, but then the actual 
castle would have hardly been particularly plush. 
Sound, with the exception of a rousing title track, is 
limited to footsteps and other occasional spot effects. 
However, it's in the game play that Escape From Colditz 
will reward patience. Initially you'll find yourself getting 
caught or shot frequently, but once you've managed to 
map a few rooms and learn the guards' patrol routes 
you'll f ind that there's a lot to enjoy, The castle is huge 
and as accurately mapped as it could be using the extant 
documentation. If you're looking for an absorbing long- 
term challenge, then this is for you. 

WHAT DIFFERENCES there will be between 
the Amiga and ST versions are still not 
certain. The major disparity will be in the 
scrolling: DMS says that a full scroll would 
slow the game down too much, so a 'burst scroll' or flip 
screen may have to be implemented. No STE specific 
features have been planned as yet, 

EDMS IS CERTAINtY ptanmng a PC version* 
I but wo rfc h asn 't sta rted as yet, so d eta i Is a re 
|^ scant. 
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REVELATION! 

"So what's in the box then?" 

• 88 levels of pit re safecracking pleasure 

• A new combination of compelling puzzle/arcade 
gameplay 

• 1or 2 -player action 

• Password entry system 

• Secret bonus levels 

• A wealth of Powerups and Special Game Features 


ONE 


* Joystick or keyboard control 

* Includes a Matt Furniss soundtrack 

* Features unique atmospheric graphics 

Pit your wits against the clock in this revolutionary 
new approach to computer entertainment. Easy to 
learn, impossible to leave and guaranteed to hook 
you, REVELATION! has what it takes to keep you 
coming back for more - REVELATION! - all computer 
games are not the same. 


MARCH 
1991 


Krisalis Software Ltd, Teque House, Mason? Yard, Downs Row, Moorgate Rot her ham, S60 2HD 
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VISA 
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TURRICAN 2 

Rainbow Arts 


THE ONE 


MARCH 1991 


AMIGA 

PRICE £2499 

OUT Now 

GRAPHICS 92% 

SOUND 90% 
PAYABILITY g3% 

VALUE 92% 

OVERALL 


91 °/c 


ATARI ST 
PRICE 
OUT 


£2499 
Now 


IBM PC AND 
COMPATIBLES 

N/A 



JUST WHEN YOU THOUGHT that Turrican had had enough, he's oack to save the 
peace-loving furry animal* of Landgrin At the start everything looks familiar: a gentle 
iandacape, enemy forces looming on lh« horizon, and a baste weapons, kit. It's an 
illusion thpd doesn 't last,,, 






^ 

A 


IN THE ORIGINAL game, falling down waterfalls meant an early grave for Mr T: in the sequel they can often 
hide vast underground caverns such as this, packed with extra lives. Secret bonuses ami, inevitably, gangs Of 
marauding aliens, Be warned though, only trial and (fatal] error will help you distinguish the traps f rom the 
treasure stores. 


TURRICAN AND HIS 

AMAZING 

HAND-HELDS 

URRICAN IS EXCEP- 
TION ALLY hard when 
armed with his hand-held 
hardware collection, Many of the sexier 
weapons he used to defeat M org ul have 
been retained here: spray shot, beam 
weapon, laser fire, shields, and the 
Gyroscope (now with the ability to lay 
bombietsl. The fun doesn't end there 
owever: most weapons come with 



multiple power-ups with animation 
frames to boot, and there is a new 
collection of goodies for blast fans to 
drool over. 

GYROSCOPE 

MrT's clever bag of tricks includes the 
ability to transform himself into a 
spinning disk of death that deals 
destruction to all but the meanest 
enemies. Capable of laying unlimited 
bomb-ettes in its wake, it is (unfor- 
tunately! in short supply. 

ENERGY BEAM 

This is actually two energy beams 
which emerge from some unknown 


place in Turncan's nether regions and 
clear the screen of anything that isn't 
landscape. 

SHIELDS 

Limited, but they provide invincible 
cover against all aliens. Only accessed 
via pick-up icons. 

SMART BOMB 

Another J pick-up only' weapon, this 
wipes out everything on screen with a 
m ig hty flash a n d lots of shaking effects . 

LASER 

Not one, not two, but five lasers in one. 
A weapon much appreciated by all who 


love the smell of roast Xenomorph in 
the morning, 

SPREAD SHOT 

Threegrades of simple shot - one-way, 
three-way and five-way - help refresh 
the alien parts the laser cannot reach. 

SURROUND BEAM 

In its former life this was a Lightning 
Weapon. This is a much more powerful 
(five upgrades instead of two} and 
much more controllable version. 
Extremely handy when the bad guys 
are closing in, its only disadvantage is 
the brief time it takes to charge up the 
batteries. 
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THERE ARE 11 end-oMevef aliens lurking 
In Landorln's landscapes and, with a 
COUp^a Ol hall-baked exceptions, they are 
a gruesome bag of bug-eyed beasts Wore 
Intelligent thin thair predecessors In 
Morgul's domain, ihey rafale in#k 
behaviour to your actions; heap still and 
you ru likely to be trampled or fried within 
seconds., You'll need more than deft 
footwork end nifty tactics to defeat them: 
only plenty ol extra live* and steely nerves 
will beat those Game Over bluet. 



TURRICAN'S KIT is new complete with 
aqualung for Itiose personal underwaler 
momenls- Unfortunately, even though he 
can move around with esse, neither his 
Surround Beam nor his Gyroscope work 
In this environment. Title is unfortunate, 
since f he subaquatic slimeballs hart ana a 
particularly kale bunch; gyrating Jellyfish, 
deadly fish-like denizens and metallic 
walkers with flippers on their feet. 


BOUNCE BOMBS 

Tu mean's new weapons cupboard 
contains weird enemy pulses, which 
split and bounce off the landscape- 
Id p.a 1 for light places such as caves, but a 
bit useless in wide open spaces since 
they are virtually uncontrollable. 


MEGA WEAPON 

The ultimate tool of destruction, the 
Mega weapon is a combination of 
bombs. Gyroscope, spray fire and 
beam. It lasts for longer than you'd 
expect but the results aren't always 
satisfying. 


HAVING QUASHED all alien resistance and a giant metal 
monster, Turrican is transported in1o three stage? of parallax 
scrolling shoot 'em up. The firsl is fairly Rim pie. 3 
ScrambJe-slyle landscape terminating in an eyeball-spitting 
fiend Trie second features a vicious maze, one of the toughest 
mother aliens In any blaster and some impressive 
multidirectional scrolling. The best is saved until last however: 
a high-Speed lurch through a maze of tunnels the quality and 
Speed of which you're unlikely to see outside an arcade. 



Anything Gordon Houghton can do - 
Turrican 2. 

OT CONTENT WITH wearing the title of Hardest 
Person in the Universe after he wiped the floor 
with Morgul and his minions, Turrican has taken 
time out from his whirlwind social schedule to come back 
for another bout of dicing with injustice- 

This time he's come to the aid of a sad little planet called 
Landorin, Its inhabitants made the mistake of inviting a 
gang of manic machines round for dinner: the machines 
took a fancy to the planet, forced the entire Landorin 
population underground and started throwing violent 
parties. 

Luckily, one Landorin citizen managed to sneak to a 
transmitter and send out an SOS - and Turrican was 
listening. Our hero immediately, Turrican donned his 
favourite shiny metal enviro-suit, leapt into his spacecraft 
and whizzed across the galaxy in the time ittakes to crush a 
bag of nuts. 

Five worlds of excitement, big guns, and alien blood lie 
ahead. In terms of intelli gen ce , t he m ac h i nes a re g raw m r?T 
and spark plugsabove Morgul and his horde, and the planet 
is packed with more traps and surprises than anyone with 
an ounce of sense would ordinarily tackle. 

But when it comes to annihilating xeno-tyranny, Turrican 
is just too hard to say no. 


ONE OF THE GREAT features of the original 
Turrican was the freedom to explore every 
level: you could complete the game simply 
by seeking out the extra lives, avoiding many 
tougher aliens and ignoring the game's 
intricacies, or you could try to solve every pu/zle, 
annihilate every alien and find that last hidden block. 
Turrican 2 features the same superb balance between 
doing what you want to and having to complete each 
stage within a time limit - and much more. As well as 
some of the harder opponentsfrom the first game, there 
is a vast array of tougher and smarter aliens on every 
level. There are tricks and traps everywhere — 
disappearing floors, hidden platforms, concealed 
bo n uses - and you CO u Id Spend days trying tofmd all the 
sec rets. Th e se n eat touches are ty pi ca I of th e attent i on to 
deta i I th roug h out : g usts of wi nd f o rce you backwa rds o r 
help you jump, you canal most feel th e wei ght of wate r 
forcing you downwards in a waterfall and certain 
weapons won't work in certain environments. This 
subtle variety means that every level has its own 
atmosphere and unique spot effects. This is reinforced 
by the excellent graphics: fantastic animation, a brilliant 
use of colour and shading and, in the shoot 'em up 
sections, incredible speed. The musicand sound effects 
more than match this quality: complementing the 
individual soundtracks for every stage there are 
different spot effects for every single different weapon 
type - including all five lasers And sampled speech for 
the pick-ups. This is easily one of/the best shoot 'em ups 
to date and could sit quite happily in any arcade - the 
only game that conies anywhere near is the original 
Turrican. Don't miss it, 

ALTHOUGH IT WILL FEATURE slightly fewer 
colours and spedal effects than the Amiga 
version, in all other respects the action 
should stay the same. 



ST 


PC 


RAINBOW ARTS' BOX of programming 
tricks hasn't yet been tried for Turrican on the 
PC, and this is unlikely to change in the near 
future. 


- 
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Flight sim fans know who 
does it best - and F15 II is 
our best yet ! 

At MicroProse we're pleased that our 
flight simulations are acclaimed as the 
best technical products around. We're 
proud of F-19 Stealth Fighter, Gunship 
and Knights of the Sky, for they 
accurately recreate every aspect of real 
life piloting, from the highs to the lows. 

Now we're having fun with F-15 Strike 
Eagle IL A fighter pilots dream, as it is 
pure action all the way. Using the great 
3-D graphics, real-world mapping and 
technical specifications of a supersonic 
jet, it puts the emphasis on flying and 
firing, dogfighting and duelling, shooting 
down and blowing up. 

All the options you'd expect from 
a MicroProse flight sim are there 
- combining to give hundreds of 
different missions - but In-flight 1 
you're left to concentrate on your 
'stick' and your 'fire 1 button,,. and 
staying alive. 



PROSE 


SIMULATION ■ SOFTWARE 


The fact that there's plenty to do 
makes F15 n one of the most exciting 
simulations around... on screen 
presentation is brilliant,., the graphics 
are utterly superb... it's certainly the 
most realistic 3D effect yet seen on a 
flight simulation. 

C&VG 93% 


: 



F-15 Strike Eagle II is 
already available for 

IBM PC's and 
compatibles, and is 

coming soon for 
Commodore Amiga 
and Atari ST 

IBM SCREENSHOTS SHOWN 
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In the war to end all wars, 
one Air Ace stood out 
from the crowd. But even 
this reputation isn't 
enough to deter Paul 
Presley from taking off for 
the dogfight of his life. 

ETWEEN THE YEARS of 1 91 6 and ' 1 8, no sig ht was 
g u a ra riteed to stri ke tea r into the hea rt of a you ng 
pilot more than that of a solid rod Albatross D.I I 
arcing out of the sky .This awesom e see ne su rel y m sent th at 
Manfred von Richthofon, the fearsome Red Baron, was on 
his tail aiming for another kill. 

There has been a wealth of WWI flight simulations 
released in recent months, but American developer 
Dynamix reckons that its innovative 3Space graphic 
technology (previously seen \nA-10 Tank Kitfer and briefly 
in David Wolf: Secret Agent) will oest bring to life this 
turbulent era. 

Alongside the standard flight simulation and combat 
as pacts. Red Baron a I so feat u res a cast of 2S different pla nes 
and attempts to recreate the combat intelligence and 
personalities of all the major flying Aces of the time. 




Baron 




•w^ \ .10 


EACH COCKPIT CONTAINS evecythi ng I hat would haw been fttJrHl In you* ehoaan aircraft a1 1he 
Urns. Early versions of modern liutruowftti Include th* artificial horizon (aimply ■ ball (waring In j 
curved groove) and the original Head* Up Display (a fixed circle wtlh a croaa mourned like o cw i 
hood ornament}. 


REVIEW 


RED BARON 

Dynamix 


IBM PC AND 
COMPATIBLES 

PRICE £39.99 
OUT Now 
GRAPHICS 93% 
SOUND 88% 
PAYABILITY 39% 
VALUE 32% 

OVERALL 

91% 


in 


PRICE 
OUT 


TBA 
TBA 


ATARI ST 

PfilCE 

OUT 


TBA 
TBA 


THE AERODROME li wher a you atari your career aa a pilot In I he Air 
Corps, and where you yHV nwil llfcery end it as well. Al Ural you're ilmply 
u wmtjman with jfOur squadron, but prove your worth and you may SOW 
a tart leading a group ol your own. A nice reward lor iup*rlor pllcia in I he 
chance to own (and personalia*) your own plane. 



We// it is 

quite 
simple. I 
fly close 
to my 
man, aim 
well and 
then he 

falls 
down, m 

Oswald 
Boelcke, 
German Air 
Service 
Instructor 


SINGLE MISSIONS offer everything Irom balloon-busting lo attaching 
Whole squadron. This is also- 1h* «asinsl way Ed gat Into I ha gimB. 
allowing you la tuetorntie the optlona and dMIcurUea, making your 
progreaa Into the air a amoolh and taErh/ untroubled one. 


I i ta*ca j h_5EU£T_j( 

WWI ACES are detailed through a digitised 
photograph, a brlel summary at Ihek career end 
a look at the types ol planes I hey flew. Taking to 
th* takes *g*|n*t them is no M*y metier, at each 
Mia* In nl* own style | historically accurate, 
apparently} and knows aiactly what he's doing. 
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THE MISSION 
RECORDER 

ONE OF RED BARON's most intriguing 
features is its Mission Recorder! 
essentially a way of recording a mission 
in-flight, then modifying it once back at 
base. Having flown and recorded the 
mission, you then take the tape back to 
the 'editing room', play it back, cutting 
together different viewpoints (both in 
and around any and all of the aircraft 
involved) to create your own WWI aerial 
movie. Full editing facilities are 
available, including fast forward and 
rewind controls, while directing the 

action is made even easier by the facility to enter the playback andchan 
the planes die prematurely, you can stop the action, rewind the tape, enti 
way, cutting the new tape together again, Budding Stanley Kubricks 


THE TECHNICAL BUFFS Bingngjl rw S«1 a chance to Cake u dutailad 
took a', each qI th* plane* while they're reeling, in 1ns hangare. Full 30 
relating ■• oHcred aa w«4l m ■ abort *urnm*ry of tha aircraft'* hlilory, 



Channel 



Btrtincourt, an Allied a*roa>orntv Current 
station of No. 3 Squadron, 


AS WELL AS 
CHECKING through 
the 'orrrnlions arid 
details oi each 
mlaalon. II a bail to 
check out the cufrarrt 
map of tha area sn a* 
la avoid flying dirarfly 
over an anamv gun 
emp.sriinwnl ;tncJ 
being ripped to abradi. 
by flak. 


HO CONTEMPORARY 
simulator can be 
compl*!* without ■ 
number of axtamal 
viawpoinls - and even 
hare Hod Boron » no 
ordinary flight 
simulator. An wall #* 
fully rotating camera 
v*fwpOlrrt$, yyau can 
adit wlawa together lo 
mate an exDlbng 
battle record l.saa Tha 
MlS*H>n FUtcorderl. 




WHILE OTHER flight {simulations provide a 
3D landscape that feels like a 3D landscape., 
Dynamix has created an environment that 
actually feels like a real world, Bui as well as 
somewhere convincing to fly around in. Red Baron also 
offers somew7?ert convincing to fly around in. The 
amount of backgroundand in-game detail is impressive, 
as is the way ifs all presented: digitised photos of 
hospitals, aerodromes, planes and pilots conjure up tha 
spirit of the Greai War, while the manual's historical 
overview makes for interesting reading. Tha ability to 
enter a single dogfight, fly a single mission or enact in 
entire career in either the Royal Flying Corps or the 
German Air Service, backed up with the option to alter 
everything from tha controlsof your plane to whether or 
not the sun shines in your eyes really offers something 
for everyone. However, all of this icing wouldn't he 
much use without a good cake underneath - and it's 
here th at Red Ba ron i s most tasty of a I \. The 3D i s smooth , 
the action is fast and the co ntro Is are perfectly bala need 
between realisticand user-friendly. Atriplanefeels like a 
triplane, a biplane feels like a biplane and a boxy 
framework kite with a propeller feels like , . - woll r you 
get the drift. Add to this the option to record each 
mission on camera and playback from whatever angle 
yo u c h oose and you soon see w h at m a kes Red Ba ro n a 
truly excellent simulation, worthy of any Ace. 

A CONVERSION is currently being worked 
on from the IBlvVcompalitole original, but it's 
still early days and no details are forth- 
coming. Expect an update in the not too 
distant future 



ST 


UNFORTUNATELY this one is lagging 
behind even the Amiga version. Once again 
we'll bring you more news as we get it. 


Thsb Cansl's i.rciptional Man*uL.'«ft^ability maki tt th* 
&«t doqfi ar,t*r of th* war. H*w*L->*r, it'* o ff*i<-fcy 
Iplgnt to t\'4. and nouices ihoifid aL'fri 


I ITS HARD TO BE A HERd 

WHEN YOU'RE ONLY 4'6" 


Among other thing*, you'll need to 

• Srduti: same ..piranha poodif*> 

• Burglarize the. governor \ 
mansion. * JF Jr ra Wk 

[' # Figure out whrtht:r the. fjt 

\aodoo 4 pf\eitess wifi ■posse fi ft 
■ your nthhcf chicken, ameify fish* 
t>r youcpack of breath mints!' 


The Secret of 


If the brigands don't grab you, the 
graphics wiUll ; S 

# Point n'^ciick interface. 

Sound effects, backed by a 
captivating calypso and reggae % 

*i256 coiaur graphics (VGA). WL 

■ 


W 


TP 


v 


|lOSF^|||| 


,bi jfisi on o F lu.ca s arisentirtai nmc nt com pa n 1 


Available: on: Atari ST, Amiga and 
IBM (EGA, CGA t VGA MCGA), 

Roland, MT, W. 
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REVELATION! 

Krtsalis 


THE ONE 


MARCH 1991 


AMIGA 

PRICE £19.99 
OUT Now 
GRAPHICS flO% 
SOJND 

PLAYA8IUTY 87% 
VALUE m 

OVERALL 

86% 


ATARI ST 
PRICE £1999 
GUT Now 


IBM PC AND 
COMPATIBLES 

PRICE £24.99 
OUT Now 


w 


ITH SIMULATIONS ovoiloble for jusl about evny 
conceivable activity, it was only a matter of lime before 
iomeone came up with a version of sofecrocki ng, erm ... 
maybe. 

Anyhow, that's exactly whaf Krisolis has done with this 
fast-fTigivirg puzzle game- Revelation! bears a passing 
ress m bl a n ce to t h at H ung aria n bra I n bog gling toy, R u b i k' s 
C I ock. The o bj ect here i s to m a n ipu I ate a series of co nneeted 
tumblers in an attempt to line up the coloured edges on the 
wheels and unlock a safe mechanism. 

The wheels work a little like magnets - with like-colours 
repel ling each ot her, Thereto re , rota ti ng a wh ee l i s si- m p| y a 
matter of lini-ng up two identical colours. The problem is 
that, because the wheels are interconnected, moving one 
causes a chain reaction upsetting all the positions you've 
carefully set up before. 

This, in turn, wouldn't be a problem if you had all the time 
in the world to ponder the dials and determine how they 
affect each otherj, but each level has a rather severe time 
limit - take too long and you'll end up assisting the police 
with their inquiries. 

The persistent 
villain does even- 
tuallv get his 
reward though: a 
limited amount of 
time to open as 
many safety 
deposit boxes as 
possible - crime 
doesn't neces- 
sarily pay even at 
this stage how- 
ever r as only 
some of the boxes 
contain valu- 
ables. 





THE PRINCIPLES behind safecracking are simple-: turn the tumblers la match up 
colours, thus turning the wheels and activating the locks. The problem is that adjacenl 
wheals activate each other too life's a bitch' 

evelation! 


There s 
nothing wrong 
with playing safe. 
Ask Laurence Scotford, he's just got 
cracking with the latest from Krisalis, 





.... 


ii nr 




WHILE YOU RE BUSY liddtlng with 
tumblers, a variety ol useful power-ups 
Hash up an Ihe scr#an. Ttwse provide 
everything trom extra lime lo a pause 
facility, provided you grab lham quickly 
enough, Another useful aid is the 
provision of locks. When collected from 
safety-deposit boxes these can be used lo 
fix the position ol wheels, preventing 
nasty chain reactions. 



THtSISONLY the I atest i n a ver it at>l e a rmy of 
arcade-style puzzle games which have 
emerged since Tetris started the blocks 
falling. And while it might prove to be 
initially frustrating as you twiddle endlessly with the 
tumblers and get within one move of finishing (only to 
muck everything up again). Revelation t soon gets you 
hooked and it's only a matter of time before you acquire 
a successful technique. An interesting aspect is that 
since one move can cause so much to happen, it's 
possible to finish a level without knowing quite how. On 
the down side though, this does mean that just because 
you've done a level once, it's not certain that you J ll be 
abletodo it again. However, the inclusionof a password 
every 10 levels prevents you having to play through 
early levels unnecessarily. For a game of this type the 
presentation is very attractive, and that goes for the 
in-game graphics as well as the opening animation 
sequence < i nspi red by th e work of p rofessional a n i mator 
Tony White). There's also an energetic Matt Furniss 
soundtrack to complement the lot. If you've been 
impressed by the likes of Atomix, Pfott/nfj and Puzznic, 
or spend all day playing with Rubik Cubes orClocks,than 
you'lt probably find Revelation! an enjoyable and 
worthwhile experience. 


THIS IS YQUB. reward, where you get in use yiiur laftOVAf lima 
to open ai many boxes as you can so the quicker you finish 
the level, the more you score. Hoi ell of the boxes contain 
valuables though, SO it's Still possible lo finish a level and come 
away empty handed. 


ST 



MAGNETIC MISERY! 


THE SAFECRACKING ASPECT may now seem obvious, but Revelation! began life as a completely 
different game in which a steel ball was manoeuvred from one side of the screen to the other using 
magnets. While initially being pleased with themselves for modelling the physics so accurately, 
Krisalissoon discovered that it had done such a good job that eventually the magnetic fields of all of 
the magnets caused them to become aligned in the same plane - not very handy for a puzzle g a me f 
The only solution was to abandon magnetism and turn to the safecracking mechanism instead, 
which is not such a bad thing considering how well the final game plays. 


IDENTICAL IN every respect to its Amiga 
cousin, except that the samples give way to 
chip-generated sound. There are no extra 
STE fet, lures incorporated (but then again, 
who needs 'em!}. 


PC 


NOW HERE'S A pleasant surprise. This 
version has been developed concurrently 
with the other two, and supports CGA, EGA, 
and VGA cards (so it's only you poor 
unfortunate Hercules owners who lose out}. Also, rather 
more palatable sound is provided for owners of 
Ad Lib-corn pa I ible hoards. 


Powerplay 92% Generation 4 96% The One 93% IG.M 95% 


Sid Meier 's 


PH RAILROAD m ■ 

Tycoon 


HeSiL You control every aspect of your Railroad's operation, Every 
choice you make affects the world around you. Change your 

Railroad - Shape a Nation* 


Set in the golden age of Railroads, 'Tycoon' 
gives you complete control of the economic resources 
of the Industrial Age, and the commercial struggles 
which thrust the world into the 20th Century. 

Determine the fate of towns, the prosperity of 
businesses, the success of entire industries. Select the 
types of trains which will run on your Railroad, 
determine their schedules and designate the kind of 
cargo they'll carry* 


^m. Overcome natural hazards such as storms or 
floods, or man-made catastrophes such as labour 
strikes and rate-wars. Other tycoons are determined 
to t rush you or brush you from their path, and you'll 
have to outmanouevTe them whilst operating your 
railroad and dealing on the stockmarket All these 
decisions are set against the ever ticking clock of 
history. Trains improve, cities grow, industry alters. 
Every change brings a new decision - every decision a 
new change. 



THE LONDON TIMES 

HE ^ "-^ 


ibor Violence! 
liti., i .1 1 J. ■■: I Out! 

icessidii Feared. 


1 


The only thing more powerful than your 
locomotives is your drive to shape the nation. Your 
ambition. Your control. Your Railroad. 

"At the very outset, you're irresistibly drawn into 
the action, and within minutes you begin to 
swiftly climb a horribly steep exponential curve of 
addiction. Put simply, Railroad Tycoon is an 
absolute classic" 943 ACE Rated. 

Railroad Tycoon will soon be available for your 
Commodore Amiga and Atari ST, Already published 
tor IBM PC Compatibles. 

/MCRD PROSE 



J. T I Q H 




Big business. Tough decisions. Excitement, challenge and compelling 
attention to detail- 'Railroad tycoon' now delivers an entire era to your 

Commodore Amiga and Atari ST. 
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DOUBLE DRAGON 

• 16-Blitz Plus 

• Amiga/ST/PC 

• £7,99 

THERE CAN'T BE many of you out 
there who don't possess a Martial 
Arts game of one variety or another. 
And this, another conversion of a 
classic coin-op, is one of tha more 
playable of the early contenders. 

The first of a series featuring the 
Brothers Lee r Double Dragon seas a 
gang of thugs, The Black Warriors, 
kidnap Billy's girlfriend Marian, and 
that makes the hoys real mean... So 
what do tha dynamic duo do? They 
head off into the city clobbering all and sundry with progressively more vicious weaponry 

Double Dragon is a lot more accessible than many Martial Arts games in as much as it s 
possible to learn the moves rather than just waggling the joystick aimlessly, but it is marred 
slightly hv the appalling sprite design and the flat backgrounds. Having said that what was a 
fair buy at full price becomes a reasonably good one now 



MARCH 1991 


THE PRICE 
IS RIGHT 13 


Laurence Scotford delves into the 
pile of recent budget releases and 
finds some classic shoot 'cm up 
action and more. 


ARGA1N HUNTERS WILL be pleased to hear that 
this is but the first in an occasional series 
looking at 16-Bit budget releases. Over the 
coming months we'll bring you mini-reviews of some of 
the releases from the ever growing number of 16-Bit 
budget labels. 

To help you decide exactly which game warrants your 
parting with a fiver (or morel we've introduced a five-star 
rating system. 

***** Excellent 

I Deserves to be part of anyone's collection) 

★*** Good 

(Probably worth buying if you don't already own it} 

*** Average 

(Worth acquiring if it looks like your Cup of teat 

** Poor 

(Oh dear, this isn't really up to scratch} 

* Dire 

(Nobody's that desperate} 

This month we kick off with games from Digital 
integration's budget lahel. Action 16, and Mastertronic'^ 
16-BNtz. 



TeCMO'S CLASSIC horizontal shoot em up had a long 
blast in the arcades - and there are still machines to be 
found if you look hard enough. This popularity was 
mainly due to an unusual two>pfayer mode - one player 
controls a helicopter, the other a jeep - which gives tha 
game some variety on the tactical front, 

Another innovation was the introduction of the Goose 
fa conglomeration of mechanical pieces which is only 
vulnerable in the neck, and which leaves a power-up 
whan destroyed), and the combination shields and smart 
bombs. 

Surprising ty r for a complex coin-op r the conversions 
(by Random Access) are superb and actually do justice to 
the original machine. 

Unusually, 
SUkworm is a 
little faster on 
the ST, but the 
latter is probably 
more balanced. 

Now that 
Silkworm has 



been resurrected 
(after a fashion} 
with tha release 
of SW/V Isea the 
review on page 
58), this is an 
ideal opportunity 
to get back to 
this classic 
blaster's roots. 
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COLORADO 

• Action 16 

• Amiga/ST/PC 

• £7.99 

DIGITAL INTEGRATION S Action-16 

Budget range has been billed as 

maintaining a philosophy of quality 

rather than quantity, in which case I 

fail to understand why, unlike the 

16-Blit* products, games like 

Co/orado are presented in a tacky 

white, empty-looking box with a 

single, poorly reproduced leaflet in 

place of a proper instruction 

pamphlet. That quibble aside, on to the game- 
Colorado is a relatively recent Silmarils strategy/action game set in the Wild West. You're a 

down-on-your-luck trapper, taking part in a run-of-the-mill beaver hunt when you come across 

a dying Indian. He promises you that if you that if you give him a warrior's burial and then 

follow a map he gives you, you will discover untold riches. 
This is basically an excuse for chaining a few action sequences together, such as side-on 

combat and a 3D canoe sequence (which is undoubtedly the best section!. It has all been put 

together competently enough, hut somehow the whole feels a bit insubstantial, and totally 

lacks atmosphere, which is essential for a game of this type (a problem not helped by the 

tedious disk accessing!. 
Colorado is worth a look only if you are very keen on this son of conglomeration of simple 

sub-games. 

** 

GEMINI WING 

• 16-Blitz Plus 

• Amiga/ST 

• £7.99 

THE CONVERSIONS of this Tecmo coin-op are a bit hit and miss. The most 
interesting aspect of this vertically scrolling shoot am up is the method in 
which power ups are used. They come in the form of gunballs - tiny 
spheres which trail from the rear of your craft. In two-player mode it's 
possible to steal gun balls from the other player, which adds an extra 
competitive dimension to the gameplay. 

Otherwise there's nothing here you haven't seen a million times before 
- but it would still add up to a pretty reasonable shoot 'em up if it wasn't 
for the fact that, as the name implies, it has been designed with two 
players in mind, and the difficulty level is set for two players, even in a 
one-player game. 

Having said that, expert shoot r em up addicts will probably find It a 
reasonable challenge, and the sticky gameplay is made up for by a brilliant 
soundtrack. 


XENON 

• 16-B!i.tz Plus 

• Amiga/ST/PC 

• £7.99 

THE GAME THAT put the Bitmap Brothers on the map r 
this is described, quite rightly, as a 'strategic shoot 'em 
up'. Essentially, the action is of the traditional vertically 
scrolling shoot everything that moves' variety l but 
interest is added by the player's craft - a sort of digital 
equivalent of a Transformers toy - and the division of 
the playfield into high and low areas. 

To begin with the craft is land-based and can only 
destroy other land vehicles, but a quick wiggle of the 
joystick causes it to transform to a more traditional 
flying craft, a Mowing you to take out other flying ob|ects 
and the gun emplacements set on the higher level. The 
action is enhanced wi!h a nowadays more familiar - 
sprinkling of power- ups and add-ons. 

When it first appeared, Xenon set new standards in 
shqot 'em ups and introduced features which have been 
'paid tribute So' eve* since. This is an absolutely 
essential item for the definitive software collection. If 
you don't have it already gel it now. 




GRIDRUNNER 

• Action 16 

• Amiga 

• £7 99 

JEFF MINTER MADE a name for himself during the BOs by introducing 
Llamas and psychedelia (20 years too late) to entertainment software, 
Gridrunner contains some classic examples of both. It's a shoot 'em up 
based, not surprisingly, on a grid infested by a veritable menagerie of alien 
lifeforms. 

Protecting the grid is your ship - an unusual craft in that it operates in a 
manner similar to the old coin-op Moon Cresta: its weaponry includes a 
detachable power module that can either be moved with the ship or left 
stationary in one part of the grid. This means that the 
power module can be dropped off to finish one group of aliens while the 
main ship zips off to meet another threat. 

Gridrunner looks quite dated, and 
is a little rough around the edges, 
but it is very playable and more than 
a little addictive. If you like lots of 
sound, lots of colour, and lots of 



FOR THE VERY BEST 

AMIGA GAMES COVERAGE 



AMIGA 



GET SHIRTY 

Why not put the winter weather 
behind you, focus your thoughts 
on the summer and pick up the latest 
item in The One Clothing Collection - 
the super stylish The One t-shirt. It's 
what every dedicated 16 bit 
enthusiast will want to be seen in this 
year! The t-shirt has been exclusively 
designed by The One's own art editor, 
Gareth 'Armani' Jones and is 
available in sizes small, medium and 
extra large, At the bargain price of 
only £5.99, it's surely a fashion 
accessory that no The One reader 
can possibly be without! 

There's no better way of keeping your copies of 
The One in pristine condition, than in your brand 
spanking new binder. Available for a mere £5.99. 

THE ONE BINDER ► 

Order without delay. 
Simply complete the 
form below enclosing 
your postal order or 
cheque, made payable to 

EMAP IMAGES 
MERCHANDISE 

and send it to the 
following address 
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THE 
OME 


R*m >^ntn<»r, these top quality items must be handled #itn We utmoal cart by our depalch«r» - 1 herder* do aflcw 2b daps for yo\r order to be fuJIilled 


PC WISE, UNIT 3, MERTHYR INDUSTRIAL PARK, PENTREBACH, MERTHYR TYDFIL, MID GLAMORGAN, WALES CF48 


j 


The One t-shirt £5,99 SMALL «fl MEDIUM ^ EXTRA LARGE 


□ 


The One Binder 


□ 



I enclose a cheque/postal order for £ made payable to EMAP f MAGES 


Name: , 

Address: „ 

Post Code: 


Please send your <xders to; 
The One MERCHANDISE OFFER 
PC WISE UNIT 3, MERTHYR INDUSTRIAL PARK, 
PENTREBACH, MERTHYR TYDFIL, MID GLAMORGAN CF48 4DR 
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THE ART OF 


"The art 
of war is 
of vital 
importance 

to the 
state. It is 
a matter 
of life and 
death, A 

road 
either to 
safety or 

ruin. 
Hence it is 
a subject 
which can 
on no 
account 
be 

neglected. " 

Sun Tzu 
The An of War 


In this, the first of a short series on the 
development and use of military tactics, Wain 
developer Matthew Stibbe gives a brief insight into 
the art and practice of strategy. 



n ancient Greek strategy means the art of the 
general 1 . In the most basic terms, strategy 
means the planning and general direction of 
military operations. Taaus, on ihe other hand, is the 
implementation of strategy on the ground. Carl von 
Clausewitz expressed the difference in this way: "Tactics 
is the art of using troops in battle; strategy is the art of 
using battles to win the war." 

The meaning of the two words has changed throughout 
history, as warfare itself has changed. Nuclear weapons, 
mass ideologies, total war, and the emergence of the 
nation state have changed the nature of warfare, but not 
of strategy. 

Grand strategy still embraces the practicalities of 
combat, international relations, location and use of 
resources, power projection, conventional and 
unconventional conflict. Geopolitics, grand strategy, 
strategy, and tactics blend into one another. 

THE PRINCIPLES OF STRATEGY 

Sun Tiu described the five, somewhat euerurii elements 
of war that he considered vital: 

• The moral law 

• Heaven 

• Earth 

ft The commander 

• Method and discipline 

Napoleon, on the other hand, had 1 15 ' rules' of war, 
white the American civil war general, Nathan Forrest, had 
only one: "Get there firstest with the mostest." 




FHOMTAL ATTACKJpflfwtmtion against a prepared defensive 
position. An flxsmpte gf this is Montgomery's attach on Caen in 


The tea lily ol war is .still the same as il was when 
Thucydidcs wrote of the Pelopennesian war that: "The 
strong do what they have the power to do, and the weak 
accept what they have to accept." 

So how is this naked reality of brute force translated 
into action? 

Strategy can be broken down into several 
considerations: the offensive, surprise, unity of command, 
economy of force, mass, manoeuvre, logistics and 
training The objective can be military or political. In 
World War 11, for example, the Allies military objective 
was the invasion of Germany and their political aim was 
Germany's unconditional surrender. 

The offensive allows the attacker in seize the initiative 
and choose his objective. The trench bound defensive 
stalemate of WWI prevented any initiative on either side. 
Only the tank broke this and allowed the French, British 
and American troops the chance to resume an offensive. 

Unity of command is essential to the effective conduct 
of operations. All modern armies in the twentieth century 
have sought a unified and rational command structure. 
Wars and battles cannot be won by committees, nor by 
tyrants. 

Economy of force ensures that 
troops and resources are efficiently 
employed. The German blitzkrieg was 
successful in 1940 because of 
France's "Magi not' mentality (.the 
French, misguidedty, put all their faith 
in the indestructibility of the Maginot 
line, an armoured wall between 
themselves and Germany - the 
Germans overcame this by simply 
attacking through Belgium). 

The Blitzkrieg philosophy held that 
maximum force should be 
concentrated on the schwerpunkt' 
(the point of maximum impact) by 
manoeuvre. Logistics and training 
help to ensure that missions can be 
carried out effectively. 


TACTICAL INTERPRETATION 

How arc these general principles translated into military 
reality? New technology and weapons have not altered 
the classic manoeuvres. Some of these are penetration, 
envelopment, 'defensive-offensive', and flanking/turning 
movements. 

Envelopment is the most basic, short of piling in and 
killing everyone in sight, It involves holding your centre, 
while parts of your force manoeuvre round one or both 
flanks of the enemy, to threaten his line of retreat and 
communication. 

Examples of this are Rommel's attack at Cazala in 
1942, or Lee's battle plan at Chancellor sville in I8fc>3 
during the American Civil War, As with most 


"War is ail 
hell " 

Gen, Sherman 
June 19th 1879 
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manoeuvres, the object of this operation is id attack the 
enemy where he is weakest. Nowadays, the use of 
airborne (or helibornc) troops enable envelopment to 
take place without physically moving through the enemy 
front line, but moving over it. The airborne assault on die 
bridge at Arnhem (the famous Bridge too Far') is a 
classic example of airborne envelopment. 

Seaborne amphibious invasions, such as MaeArthur's 
at Inchon during the Korean war, are another means of 
envelopment. Similar to this kind of flanking manoeuvre 
is the defensive/offensive manoeuvre; this essentially 
involves attacking from a strong defensive position. The 
battles of Crecy (1346) and Agincourt [1 41 5) are 
examples of this kind of move, as is Napoleon's gambit at 
the battle of Austertftz in 1805. 

THE DEVELOPMENT OF 
STRATEGY THROUGH HISTORY 

Just as the Mediterranean was the cradle of civilisation, 
so it was of military strategy. Phillip II of Macedofi 
(382-330 BC} combined infantry, cavalry, and archers 
into a trained, manoeuvrable and organised fighting 
force. His son Alexander (356 -32e BC) inherited his 
lather's military genius, line army, and strategic Hair. A 
famous story relates that he wept for days when he 
learited that there were no more worlds lo conquer 

The Pelopennesian Wars, documented by Thucydides, 
was the fust long war between nation states, and perhaps 
the first 'world war', Julius Caesar records bis conquest of 
Western Europe in his own book, The Galik Wars, 

After the organisational and military genius of the 
Romans, mediaeval warfare oscillated between the 
offensive - by mounted shock troops - and the defensive 
(particularly the building of stone castles) . The wars of 
Genghis Khan, and the crusades into the Holy Land give 
stunning illustrations of both.. 

THE INVENTION OF GUNPOWDER 

However, the invention of gunpowder changed 
everything, as military strategy had to adapt to 
incorporate this new deadly weapon. 

Gustavus Adolfus, King of Sweden, has been called the 
father of modern tactics because of his choreographic use 
of blocks of troops, and mounted dragoons on the 
battlefield. His was the first modern European army 

to be made up of trained professional 
soldiers. 

Hence, the wars of the eighteenth 
century were between small 
professional armies: travelling long 
distances, able to react and move 
quickly, but stilt meeting on a single 
battlefield and deciding the combat in 
a single day. Frederick the Great nl 
Prussia [king from 1740 to 1786} was 
perhaps the greatest exponent of this 
form of warfare. He was also famous 
for writing his orders on the tiniest 
scrap of paper big enough lo contain 
them! 

The revolutionary wars that 
followed the French Revolution in 
i 78-9, and particularly the Napoleonic 
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used at the batlto 


wars from 1804 to 1814, introduced a new element - 
mass conscript armies. The French 'Levee en masse' 
generated huge numbers of men for cannon fodder, 
allowing Napoleon to boast that: "A man like me does not 
care about a million casualties," He was also the master 
of battlefield strategy, and was frequently able to outwit 
his opponents and turn their flanks, by a combination of 
skirmishing, and shock bayonet attacks. 

FROM THE TRENCHES TO THE 
NUCLEAR AGE 

Although World War I started as a war of manoeuvre, it 
soon bogged down in trench warfare, The large armies of 
both sides were unable to maintain their momentum in 
the face of rifles, machine guns, barbed wire and trenches 
- especially given the quantity of material used to make 
modern war. 

The Second World War witnessed initial German 
success because of its brilliant adoption of tank tactics 
advocated by B.H. Liddell Hart (1895-1970), Charles de 
Gaulle (1890-1970), and hF.C. Fuller 11878-1966). This 
tactical advantage quickly disappeared as the allies 
became more proficient in this form of warfare. 

Nevertheless, economic advantages guaranteed the 
Allies' ultimate victory rather than strategic genius. All 
sides in WWII used strategic bombing, as proposed by 
theorists Giulin L>ouhet ( I8f>9-I930). Billy Mitchell and 
Hugh Trenchard (1873-1956). There remains, however, 
considerable doubt about the effectiveness of this 
bombing. 

The invention of nuclear weapons has caused perhaps 
the single most important change in strategy since the 
invention of the stirrup or gunpowder. Since 1945. peace 
between the great powers has been underwritten by terror 
of final destruction. Since then, wars have had limited 
political or strategic goals and have been fought on a 
small scale, often using unconvemional methods. 


# lu future articles i plan to revisit some of these 
historical battles and wars. Each article will include 
more historical background and reviews of computer 
and board games that will let you simulate what 
happened. I also hope to look at the methods and 
strategy of mediaeval warfare (one of my specialities" 
and tanipaie it to the combat systems in FUVs and 
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beyond human experience 


Move up to a wdrtt of role -pla\ 
adventure and take on a true cUd 
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task for beginner or veteran Bui believe 
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experience Fyeofthe Beholder u 
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• J 00% point V click game control 

• Fully animated 

encounters with 

reclif tic 'you are there' 
perspective. 
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you into the totally 
addictive plot, 

• Control up to € 
characters via their 
portraits and icons, 

SSI's AD&D • computer 
role-playing ga men have 
gained a reputation fur great gameplay 
Sou' the}' have added incredible graphic 
ittvsi'Kiittmn and a user interface that 
makes this game the state-of-the-art for 
computer rote-playing adventure games. 
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IMAG I NATION 


Welcome back to the pleasure dome, a veritable Cornucopia of cheap and cheerful disks, 
your reviewer this month? Take a bow Paul Presley..* 


BREAKDOWN 



ERV LITTLE HAS CHANGED here in the domain. The majority of disks 
on offer contain the usual fare of scrolling messages, digitised 
| Dragonlance pictures aixi colourful blurs - is there no originality left 
in the demo scene anymore? 

Whatever happened to the old days when we could wait expectantly for 
another 1Mb Walker demo or a Tobias Richter Star Trek animation? Okay, so 
they were short !ived r but they were big-time names. Instead, these days it's 
just *Hi to Bit, Baf, Nix, Trix, Dr. Smooth, Snuggles and Dave from Birmingham". 

It's going to take a few original ideas to push back not just the limits of 
your Amigas, STs and IBM-compatibles (yes, we want to see more PC demos r 
we know you're out there), but aiso the limits of your imagination, 

So, m order to encourage a little creativity, from this issue onwards we'll 
select one entry as our Pick Of The Mcn:h. No prizes,, no voting, just the 
demo that we think is the most stunning or entertaining. 
Scrolling messages beware r your days are numbered. 





PICK OF THE MONTH 


LAWES AND GENTLEMEN... welcome to... 
Wheel Of fortune* Gemini Software has 
taken this popular (ahemf) game show, 
lock, stock and Varma White from the 
American TV shew of the same name. 
Playing against Two computer opponents, 
you too can spin the wrteel r pick a letter 
and guess the phrase, place, or person, all 
aolqhng up to a grand points prize 
Hilarious use of the Amiga's SID speech 
chip and animation to rival... erm, Pac-Mdn t 
Wheel Of Fortune is immense fun and well 
v^orth snapping up. 


MEGADEMOS 

WHO SAYS. DEMO programmers aren't topical? The biggest 
news story of the moment, the one that has caught the 
attention of everybody in th* Western world, the one that 
has kept everybody guessing as to the outcome, it briefly 
mentioned in Budbrain 2 from Seventeen Bit {disk 990). 
For a brief 10 seconds you're treated to a sample of music 
from Twin peafts as you fellow the story of who murdered 
Madonna (yes, Madonna!) In between various animations, 
music and graphic effects. That other big new* story, the 
Gulf Crisis, Is coveted in a strange piece of animation from 
A Bit On The Side (disk 819). Leaving aside the news 
however, the best offering this month is a short Batman 
cartoon from 
Virus Free PO 
{disk 1095) 
complete with 
u n»-nah na-nah 
na-nah ne-nah, 
Oatmaaaaaan " 
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THE NETWORK & THEATRE Amiga Demo 
Conference, held last December in 
Norway, was definitely the place to he 
If you were a Norwegian Amiga Demo 
programmer . For those of you that may 
have missed it, A Bit On The Side is 
offering a compilation of the four best 
demos there (disk 838), Included are 
rotating triangles, colourful blurs and 
3D effects that need 3D glasses to be 
appreciated it's worth it simply for 
Jhc variety. Also on offer this month 
are a host of high quality but 
uninspired digitised stills (lots of 5d-Fi 
and fantasy] and a demo titled 23tti 
(sic) Century fox from Virus Free PD 
that starts interestingly enough but 
soon takes a tour from the highway of 
excitement and ends its days In 
Ordinarysville, Oh by the way, Maria 
Whittaker makes another 'giant' 
appearance courtesy Of Seventeen Bit 
Software {disk 810), 




UCK, PXJ.O 



GAMES 


CHEAP AND CHEERFUL, that's the order of 
the dary Most of the games amiable on 
the Demo/PD market wouldn't last t^o 
minutes in the real world, but ("vjnting 
around sometimes unearths a right little 
gem. The best of a bad bunch this month 
(apart from WheeS Of Fortune) come in the 
shape of a polished, yet limited Amiga 
shoo: 'em up (disk Sib from Seventeen 
Bit), Dragon's Tower (an unusual ST 
platform game from Goodmans PD), Soko 
(a Sobo-Ban clone from Trust PD) and 
various compilations erf classic games 
(.Battleships, Asteroids etc ) from virtualy 
every company mentioned so far. 


WHERE TO 

GET 'EM 

A Brt On The Side 
8 Thorold Place,. 
Kirt: SaxJall, 

AJbC Pt> 
1 Northlands,. 
Potters Bar, 
Herts. EN6 iDF 

Gemmi Shareware 
10 Warwick Avenue, 
Slougn 1DK 

Goodman Enterprises 
16Ccnrad Close, 
Meir Hay Estate, 
Longton, 
5tc*ce-an-Tremt 
5T3 15W 

L€venteer Srt Software 
POBoxv7, 
Wakefield WF1 1XX 

Trust PD 
18 The farv, 
Southowram, 
Halifax HX3 GO/ 

Virus Free PD 

£3 Eiborough Road, 

Mor«dcn r 

Swrrdan, 

Wilts SN? 2LS 

Wizard FC 
178W^eriey Road, 
Readings 
Berks RG3 SPZ 
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ST MUSIC IS GOOD It's officials wiiard PD is offering a 
disk crammed full of ST demos (DEM 110) and although 
most are the u4ual graphic f are, one demo called 
Mix-E-Load is sure to bring team of nostalgia into the eyes 
of ell erstwhile 8-blt owners. Back on the Amiga, The 
Crusaders have a selection of nice instrumcntals thanks to 
Seventeen Bit {disk 823), Genesis fans get not only five 
pieces of marginally impressive but also five pieces of 
marginally impressive digitised animations of the band on 
stage (A Brt On The Side, disk 128), Monty Python is still 
alive and being sampled, this time by A.R.C. PD. Are You 
Embarrassed Easily? Is the infamous sketch with lots of 
rude noises and naughty words. A,R..C.'s sampler has been 
extremely busy this month, working on an old Noddy 
ston/time record. It seems that the whole point of this 
rendition is to remind us that the Noddy storybooks have 
been banned from children's schools because they contain 
words such as 'queer' and gay h . How very odd. 
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DOMINION PD 


JOIN THE FASTEN OWNING PD UBRAflY Hi THE AMIGA 

AM dWu £1 + Hp postage and paddAfi 
FfH coHllogiM [phone now to get voun : 
Discount on bulk orders 

Hsks swapped as w«| at «4d 
Orden outside of UK please add £1MP 
Here Is a small selection of our 3Q0+ dfck tttrary: 


Cn'onrcs TotqJ £>f(frvttion - Amazing Tones 2 * Frofrocter ]J 
Venom Comptfatiofli - $JD L* - Keif em The tiftnV - WED 2.12 
Mi\enn'»jTT] Faieem Anim - SAE Compilations - Dmoon Xtoas- Compo 
^L'bch iripi'e froubf* - New Marim vV^j K.i'ler - Diqi Conesrfs 1 - A 
Som'x System j 4 - Sfonta FuD ft»wer - Soyrnd 1 flf Sfl#fl+s - D-Copy 


DOMINION PD 

54 PALMERSTON ROAD, OUCKMURST HILL. ESSEX 

Tel: 071 -253 9320 (LEE, 8am-3pm) 


ATARI ST/STE - AMIGA 


Games for HIRE or PURCHASE 
TRY before you BUY 
At least 15% off all software Guaranteed Originals 
We have the LOWEST Membership & Review Fees of 
any ST & Amiga Club 
Try our Public Domain at LOW LOW prices 
Swop your originals in our SWOPSHOP 
SPECIAL MARCH OFFERS FOR NEW MEMBERS 
New releases added WEEKLY 
Monthly Newsletter plus lots Of 
Membership Interaction 

Please enclose LARGE SAL - 30p stamp 1c 
Q^m-Cm Software ilntematora:, 
Depl THO, Gardener's, 63 Kings Norih Road. Ashfcxo. Kern TN23 2HZ 
Please stale Icrmsl. 


JUNIOR SOFTWARE 
ENGINEER 

Pascal or C Required 
Assembler and Hardware useful 

We are a small company of 50 people designing, making 
and exporting semiconductor manufacturing equipment 
worldwide to IBM, AT&T, Hyundai, Siemens, Philips and 
others. 

All software and hardware is designed and produced in- 
house. The graphical user interface and real-time 
sequencer runs on an IBM PC which is linked by a serial 
port to 8085 based functional controllers. 

We are now looking for someone to join our team and to 
help speed up developments and customer support, 

A good salary is offered based only on skill and 
experience. There is no consideration of age or formal 
academic background. 

To apply, please write to:- Carl Brancher, 
Surface Technology Systems Ltd, Prince of Wales 
Industrial Estate, Abercarn, Gwent NP1 5AR. 

Alternatively, telephone him on (0495) 244459. 



GEMINI SHAREWARE 

THE BIGGEST SHAREWARE CO IN USA 

OW IIM UK 


AMQ 101 WHEEL OF FORTUNE - Clone of the cloifec TV anew 
AMG 115 oL'LLK L N Ci * I M | r S 1 H I i-r,y 1 1 - r 
AMG-296 BLIZZARD - A 'Uridium' clone, A classic' 
AM.G-1M 90ULMR - Boulderdash clone. 

AMG 1 30 AMOEBA INVADE 115 - Clone at the classic with digitised sounds. 

AMG-J47 GAMES - Slue Moan solitaire & Diplomacy 11 Mb I 

AMG -31S 0 HFRTY - A classic 'Q-Bert clone. 

AMG 131: SINKING ISLAND 2 - T&xUa rapti im adventure 12 disks! 

AMG 148: BUSINESS Z - VC Sptaadshaet clone . Excellent!! 

AMG 142: UCAO A I.. I W. ai^ir^ci CAD program. \ 1Mb), 

AMG- 121: BUSINESS PROGRAMS 1 - Includes address boo*, mail manager, label 

pnnlt!' fc ivire 

AMG -1 43: rttJHDWHIGHT - Ward processor with spelling chsdk*?. 

AMG -2 1ft: ULTRA PAINT - An excellent painting program with manv capabilities 

AMG-15S: AlRWAR War venvn of "Flight Simulator' vnth 30 graphics. 

AMG 1*1 BATTLEFORCE - Ideal lor batileiach player*. Upto 4 players can play each 

Other Of againsl th» computer 

AMG 315: CASINO GAMES - Many tun card & casino games with documentation. 
AMG 159: STAR TREK THE GAME - Featuring digrtised sounds 1 1Mb + 7 drives 
required | 

AMG 178: HORROR DtMO Exploding head dismembered arm*. 'X' raled. 

AMG-IA2 rU Lb f H-A^LH A[) 4ma?ing,y funny demo wUh fligHt—d t pwd l 'X mc-.fi 

AMG 183 SAFE SEX DE M C Another 7nn:asilc digitised demo. Collectors item I! 

AMG l?i DELIfirOUS 1 Eddie Murphy ai his twn I? disks). 

AMG 173 DELIRIOUS 2 - Morr from Eddie. (2 disks! 

AMG 139: MONTY PYTHON - The Secret ftiheemana Rail" digitised. 

AMG -261' THE WALL - Digiti^d Tmk F-I<a>d song. 

AMG SO? BLOW FLY - Anbihfrr digiiiaed speech demo Ireally runny), 'X' rated. 
AMG 520: LAUREL « HARDY - digitised animations, of the duo, iMD ? disks, 
AMG 515' SCANNERS DEMO - Not for tha squeamish. 'X' rated (1Mb recommended). 
AMG 501 BUOBflAIN DEMO - Must be one of the hottest demos of the via. 'K rated. 
AMG ?S4 FANTASY SLIDESHDW - 17 ureal fantasy pictures in digitised 1 HAM format. 
AMG 745: FANTASY SUDESHOW 2 - 14 greet images in HAM 4096 colour mode. 
AMG 293 VAl I r.;(J ART I - 7 ut rh* oesi digrtised pictures in interlaced HAM mode by 
Boris Valtajo. 

AMG-2B3 VAL L I. JO ART 2 - Aftolher greet collection of Valley's artwork. 

AMG 295 BATMANIA - Try a Batman Workbench (BatbenchK P«dea tor Bat fans' 


This is just a small list from our catalogue. 
Phone us for a free copy. 

Prices: £2.00 per disk 1-9 All prices subject to VAT 
El ,75 per disk 10-19 PC SV Macintosh 
El ,50 per disk 20-29 catalogues also available 


ST- 151; BOIO - An ^credible 'Breakout' 91m*. Excellent graphics & gemeplaY', 
ST 150 STOCKS & 60NOS V3: Simulation ol the stock market featuring digitised 
soi.i"ris 

ST- 141: AIFI WABRIOR An Onhne' game similar tm 'Flight Simulator . 
ST 14f : STAR TREK - Written in STOS *Hh digitised sounds 

ST 142: COLOSSAL CAVE ADVENTURE The original game that started m all IDS dri-MAi 

ST' ill: GAMES IS - Cnbbsge. Blackjack & Stud Poker 

ST-l0t: GAMES 1? - Ttmnia, American Football, Darts & more. 

ST 107: GAMES h Monopoly, Odtellci r Yshtzee Bt Backoemmqn. 

ST-112; GAMES 16 - Taipfin (rule the sees in the IBM's,, Trucker t18 whe«l*r 

simulation.} * more. 

ST-102: GAMES 6 - Wheel of Fortune 'I Thtgame. 
ST-W4: PLANETS - A guide through the solar ayrtam IDS delve). 
ST-S05: PLANETARIUM - An excellent program. In ths top tan PD of 1990. 
ST-5» OPUS - The BEST spreadsheet on ST |lMb|. 

ST-197: ST WAITER Fl ITF V3.4 - The best PD wrd pMncesaor on ihe ST tooav 

ST oft* VibMCALC CLONE A VC »priiactsheet with manual. 

ST-5U- WHAT THE BUTLER SAW X' rat<id animanons. 

ST-575 MADONNA - Slidoahuw ot Madonna nude, 'X' rated. 

ST-4391: flOBOCOP - The best Robocop demo yet 12 DS + 1Mb). 

ST-44Q PREDATOR I itaiunng eKceHent animation & digitising. 

ST 438: SCANNERS Evplodmg head. Noi tor the squeamish. 'X' rated IDS lMbh 

ST-437; TOILET PAPER AO - A classic demo Inarming digitised speech, 'X" rated. 

ST 425 STAR TREK - The ultimata Stat Trek demo IDS 'MB). 

ST-417; WHEN HARRY MET SALLY - Animation itotn that classic scene in the film. 

ST-4S9: EMPIflE BUILDER - A great simulation wh ich yciu must build your own companv 

from scratch. HAHF-E: classic patience gam*. 

ST-150: RAW - Eddie Murphy again!!! 'X' rated. 

ST 3 16 : THE RUN - Clasaic animation featuring a police car chasing a criminal (IMD 2 
Dlsttsl. 

ST 315: WALKER 1 - That classic animal ur- ut th<i AT-AT rta^kor Irnm SlBr Wars. (iMD 2 

Disksl. 

ST ?7S: CALIFORNIA RAISINS - Excellent animated Oamo featuring those raisins singing 
I nesrd if thrnugh Hie gf&pevme' HMD ? Dixfcxl 

GEMINI SHAREWARE 
10 WARWICK AVENUE 
SLOUGH SL2 1DX 
TELEPHONE: 07S3 28183 
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BLACK AND WHITE BEAUTIES 

A colourful look at Hercules gaming 

THE BIG CHEESE 

A complete guide to Mice 
Over 40 gomes featured 




A Roland Sound Board 

Worth Over £300! 



MARCH 
1991 


Where's your dangerous disk? 
Ask the newsagent! 


FLY INTO 

THE FUTURE 

igin's Spectacular 
Wing Commander 
Reviewed 

0 1 
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TIPS 



Rick Dangerous II 



IAVING SLIPPED and slid his 
way through the Atomic Mud 
I Mines, Rick finds himself at 
the beginning of the end... 

Shoot the two guards and walk right- 
Si idea bomb onto the block at the end of 
IH walkway, then after the explosion, 
run onto the block. As the block carries 
you right, jump onto the ladder and 
climb up r watching out for the spikes 
above. Walk left 4 jump up onto the 
ledge r then time your jumps over the 
c lockwo rk m ouse to get to the switch on 
the left. Hit the switch, then return the 
same way you came, jumping right 
onto the ladder and climbing up. Stop 
■ust before the top to avoid the two 
diagonal laser beams- After the lasers 
hit, quickly climb upand crawl left to the 
ladder - perfect timing is required, 

Climb the laddertothetop, andshoot 
the guard when he comes down, Step 
forward and back to set off the vertical 
laser beam, then run quickly past it and 
up the stairs. Step intotheturboliftand 
let it take you to the top. Shoot the first 
gua rd , wa I k I eft and then shoot t he next 
two guards as they come up in the lift. 
Drop down the lift shaft, hit the wall- 
switch and ride the lift back up. Walk 
right onto the air pumps to be blasted 
jpwards, stay where you are and shoot 
:he guards when he comes down. 

Climb upthe ladder and jump into the 
alcove, ducking to avoid the spikes, 
Wail for the guard lodrupdown below 
you, then |ump left onto the next ledge 
and climb the ladder, Walk right to the 
halfway point and slide a bomb into the 
block on the right. Quickly run left and 
down the ladder to avoid the block 
wh e n it ru sh es to wa rd s you. Cl i m b back 
up and crawl right, avoiding the laser 
beam as you drop down onto the ledge 
below. Collect the dynamite bonus, 
drop down onto the next ledge, then 
time your next drop to avoid the wall 
spikes. Exit to the right. 

CONTROL STATION 
ONE 

Shoot only the nearest guard -the other 
one kills himself. Climb up the ladder 
and slide a bomb past the force field 
onto theguard inthechair, Climb down 
the ladder and be careful to avoid the 
shrapnel from the explosion. Exit right r 
onto the hoverbike. 

Fly up to the top, avoiding the laser 
beams, and collect the points bonus. Fly 
right, avoiding the second laser, then 
down to the bottom. When one set of 
l a sers f i re, m ove, sto p a n d wa it for t he 
next blast. Repeat until you make it to 
the other side. Fly down and right, 
avoiding the up-and-down blocks, then 
fly down to the bottom. Wait for the 
aserto fire, then quickly fly left through 
the pillars and get out of the way before 
t fires again. Fly right into the little cave 
and shoot the block to the left, moving 
down to avoid it when it comes at you — 
perfect timing is needed here to avoid 
the criss-cross laser beams. 



CONTROL STATION 
TWO 

Shoot the two guards, slide-bomb the 
control guard, retire and jump up to 
avoid the shrapnel. Walk left and climb 
down the long ladder. At the bottom, 
run after and jump over the clockwork 
mouse, then climb down the central 
ladder. Slide-bomb the control guard, 
then climb halfway back up the ladder 
to avoid the shrapnel. Exit to the right. 

Jump over the mouse onto the ledge 
and hit the wall-switch to conjure up a 
floating block. Jump onto it, then up 
onto the balcony above, avoiding the 
mouse. Time your jumps over the two 
mice (you need several jumps), then 
climb down the short ladder on the 
right, Drop down, avoiding the last 
mouse and exit. 

CONTROL STATION 
THREE 

Shoot the first guard when he comes 
down, then jump up and shoot the 
second. Slide-bomb the control guard. 






In this 
fifth, final 
and 
chilling 
instalment 
of our 
on-going 
solution, 
Gary 
Whitta 
guides our 
hero 
through 
the Fat 
Man's 
Head- 
quarters. 


and retire down the ladder to safety. 
Exit right. 

Slide a bomb down onto the hover 
platform below to kill the guard 
standing on it, then drop down onto it. 
Jump off onto the right-hand ledge and 
shoot the second guard. Ririr tha 
turbo lift to the top, then use the hole in 
the ceiling to jump over the mouse as 
you run left into the second lift. At the 
top, climb the short ladder directly 
above, then crawl right past t h e two sets 
of spikes. Ride up in the lift, collect the 
ammunition bonus, ride up in the next 
lift, then use the air pumps to get to the 
top of the screen, shooting the guard 
when you get there. Walk left, collecting 
the ammunition bonus as you go, and 
exit left past the spikes. 

CONTROL STATION 
FOUR 

Shoot the three guards that come 
down, then climb up the ladder and 
slide-bomb the control guard. Jump 
onto the ledge above and exit right. 

Walk past the two sets of spikes, then 
jump straight up onto me ledge above. 
Climb up the central ladder, walk onto 
the left-hand ledge and slide-bomb the 
block at the end. Tha block will slide 
down next to the wall-switch below. 
Drop down onto the block and hit the 
switch, then jump back onto the ladder 
and climb all the way to the top, Jump 
up once, drop left, avoiding the laser 
beam and climb up the long ladder. 
Shoot the guard at the top, collect the 
ammunition bonus, then exit to the 
right. 

THE FAT MAN 

Here he is' The man himself, and armed 
to the teeth inside a floating death 
contraption? You can't afford to waste 
any of your weaponry here, as only 
several direct hits will destroy him. Use 
sliding bombs to get him when he's 
neartheground - these inflictthe most 
damage. When in the air, hit him with a 
laser blast. When he's dead, jump onto 
the hover platform and exit right, 

THE END! 
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You Know the situation we've all been there. You ve been 
playing Death Ninjas Of The Ninth Dimension for months and just 
can't get past the Mutated Pizza on Level 3d. You suddenly 
remember reading a cheat for the game once, many, many 
moons ago, But where? And how long ago? Desperately you 
search through every old copy of every computer magazine 
you've got - but all to no avail. 

Well search no longer, for The One magazine is here to save the day. 
Thanks to the talents of D Clift of Buckingham, over the next couple of 
issues we ll be printing a complete A-Z of virtually any game you can 
think of. 

BARBARIAN (Psyg- 
nosis) 

Amiga, ST 

On the title screen, lype 04 08 59 for 
mfinrte lives. 

BATMAN - THE MOVIE 

Amiga 

Type JAMMMM on ihe title screen for 
infinite lives. 'F10' advances from stage 
lo siage. 

BATTLE SQUADRON 

Amiga 

At any time, lype CASTOR. Now 
pressing "F6'*F10' will lei you choose 
any weapon, while F1 '-'PS will alter its 
power, 

BATTLE VALLEY 

Amiga, ST 

Type ROGER MELUE THE MAN ON 
THE TELE for infinite tanks. 

BEACH VOLLEY 

Amiga, ST 

Type DADDYBRACEY while playing, 
now TV will advance you to the ne*t 
level. 

BETTER DEAD THAN 
ALIEN 

Amiga, ST . 

During play, press ESC to pause, ihen 
move your ship to a safe area and N * 
will continue play. 

BEVERLY HILLS COP 

Amiga, ST 

Click past Ihe high-score screen onto 
the selecl difficulty page Type MELLIE 
and you will be able lo access all the 
games, 

BIO-CHALLENGE 

Amiga, ST 

Pause with ESC" and G' will advance 
you lo the end-of-level guardian [as if 
you want lo go there'). 


AFTERBURNER 

Amiga, ST 

i 

Pause Ihe game and type THUNDER- 
6.JVDE. Unpause and use the following 
Keys: G' - extra missiles, ' - jump 
forward a level, V - jump back a level 
and 'N' - extra lives. 

AFTER THE WAR 

Amiga 

Ounng (tie first level press 'ALT', B 
and T lo give yoursell infinite energy 
and lime, Press ALT', M and T lo 
reach the second level. 

AMC 

Amiga 

Access codes for: 
Level 2 - Noslromo 
Level 4 ■ Discovery 
Level 6 - Enterprise 
Level a - Dagobah 

APB 

Amiga, ST 

Type ALF into the high-score table for 
infinite demerits, 

ARCHIPELAGOS 

Amiga, ST 

When asked to select an Archipelago, 
choose 8421 then press ENTER twice 
Now you tan select any island from 1 
to 9999. 

ARKANOID 

Amiga, ST 

For an extra 33 levels, press 'F3' for a 
one-player game and F4* for a two- 
player game (instead ol FT and 'F2'j. 

ARKANOID II 

Amiga, ST 

Press Caps Lock then type DALEY8B 
tor infinite lives. On the title screen type 
PETEJOHMSONWANTSCHEAT and 
will open the exits at any point. 

BACK TO THE FUTURE 
II 

Amiga 

Pause the game and type THE ONLY 
NEAT THING TO DO. You now have 
infinite lives. 
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CARRIER COMMAND 

Amiga, ST 

During Ihe game, pause and type 
GROW OLD ALONG WITH ME, then 
'+' and will toggle immunity. Type 
THE BEST IS YET TO BE then use the 
same keys to view all Jhe ob|ecls. 

CHARIOTS OF WRATH 

Amiga, ST 

When instructed to press Fire' to slart 
move Ihe joystick forward instead. The 
result? Infinite lives 

CHASE HQ 

Amiga 

At any poinl, hold down the left mouse 
button and 'Fire' while typing 
GROWLER Afterwards, pressing T 
your time to 60 seconds. 

CONTINENTAL CIRCUS 

Amiga 

On Ihe first red lighl. push the joystick 
forward, when the second red light 
comes on release it then as soon as 
Ihe green lighl comes on push it 
forward for faster acceleration 

CLOWN 'O' MANIA 

Amiga 

Press 'Help' at any time tor extra |umps 
and razors 

CHUBBY GRISTLE 

Amiga, ST 

On ihe title screen, BUUURFP gives 
you infinite lives. 

CYBERNOID 

Amiga, ST 

Type RA I STL IN on the title screen lor 
infimle lives. 

CYBERNOID II 

Amiga 

Type NECRONOMICON on Ihe title 
screen lor infinite lives, 

DARKSIDE 

Amiga, ST 

Hold down '2', 6' and 'Fire' for 
digitised pictures of the programmers^). 


DEFENDER OF THE 
CROWN 

Amiga, ST 

Holding down K while booting Ihe 
second dish gives you infinite knights. 

DENARIS 

Amiga, ST 

When the data-dish prompt is disp- 
layed, insert data disk and hold down 
T while it bads. Then put the mouse 
inlo the joystick port and start the 
game. Remember to hold the right 
mouse button down while it loads- 

DOGS OF WAR 

Amiga,, ST 

Type TIMBO before you start and 
will provide you with infinite men, 

DOMINATOR 

Amiga, ST 

On the high-score table type in SHAFT 
for infinite lives. 

DOUBLE DRAGON 

Amiga 

On the title screen type R U CALLING 
MY PINT A POFF? then Return. While 
playing, 'Delete' key will stay your 


DRAGON NINJA 

Amiga, ST 

During the game type TERRIFIC. Now 
F3 gives you infinite lives and L' 
advances you to the next level. 

DRAGONSCAPE 

Amiga 

While playing, ALT' and the down 
cursor hey will advance you a level. 

DRAGON'S LAIR 

Amiga 

After the credits sequence, hold down 
'ESC, H . 'L' and 'N' simul- 
taneously to allow the computer to 
finish the game for you. 

DRILLER 

Amiga, ST 

When you start the game you will be 
facing a small shed. Shool n more thar 
20 times and you will be translorrned 
inlo a |et. 
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OF CHEATS 


DRIVIN' FORCE 

Amiga 

pn the menu, click on the two I s ot 
Drivin, start the game and your vehicle 
won't be a We to leave the track. 

EMPIRE STRIKES BACK 

Amiga, ST 

On the lille screen, hold down Help' 
and type XlFARGROTCEV. Various 
Keys do various things during the game, 
especially L', C and D l , which con- 
ure up pictures o1 Luke, C3PO and 
Darth Vadar. 

EXOLON 

Amiga, ST 


Type your name in as AD ASTRA on 
ihe high-score lable for a surprise. 

EVE OF HORUS 

Amiga r ST 

Type SPAM on the credits seclion for 
ntlnile lives and no need for keys, 

FALCON 

Amiga, ST 

in flight, hold down X", Shift' and Ctrl' 
to be fully re-armed. 

FERNANDEZ MUST DIE 

Amiga, ST 

During the game, pause and type 
SPINYNORMAN for infinite assassina- 
tion attempts. 

FIGHTER BOMBER 

Amiga, ST 

Enter your pilot s name as BUCKA- 
ROO You can now SBlect any mission 
you like. 

FLYING SHARK 

Amiga, ST 

Gam a high score ano type RLH for 
acid men. JGL lor full lire power, KD tor 
fifinita lives and RAB for immunity. 
Note, you MUST hold down '5' on the 
<eypad while typing the last letter. 

FORGOTTEN WORLDS 

Amiga, ST 

Type ARD on the title screen then 
ixess 'Help'. Now 'S' takes you to Ihe 
snop and "N" leleports you to the PMPd 


GAUNTLET II 

Amiga, ST 

Find a treasure chest and make sure 
you have a key. Hold down Insert 
when you open it. Release 'Insert' and 
hold the joystick down Now. Help will 
give you 5,000 health points- 

GHOULS 'N' GHOSTS 

Amiga 

While playing type in KAREN BROAD- 
HURST which gives an invulnerable 
Arthur (holes and lime will still kill you 
though). 

GRAVITY FORCE 

Amiga, ST 

When asked for the password type 
WARPxx instead (» being the number 
of Ihe required level). 

HAWKEYE 

Amiga, ST 

When you are on Ihe brink of death 
with no lives leK, press Del lo advance 
a level. Also during the game, pause 
and press Help' then unpause and you 
should have infinite lives 

HAMMERFIST 

Amiga 

Get a high score and type TAEHC OT 
TIMAW I 'FT will Ihen leleport you to 
the next level during play, 


HARD DRIVIN' 

Amiga, ST 

Make Sure you re rn manual gear mode, 
then accelerate to lull speed. When al 
top speed change into neutral gear. 
You should now be invincible lo col- 
lisions. 

HELTER SKELTER 

Amiga 


Level codes: 
11 - SPIN 
FLIP 
GOAL 
LEFT 
TWIN 
PLAY 


21 
41 
-i 1 
61 
71 


HILLSFAR 

Amiga 


When picking locks, press F' and 
will be revealed. 


HVBRIS 

Amiga, ST 

Type COMMANDER on Ihe high-score 
liiblc? and (- 10' will toggle immunity, 
'F9' will leleport to the nexl level while 
'F2'-'FS' equip you with add-ons. 

IKARI WARRIORS 

Amiga, ST 

Type FREER IDE on the high-score 
table for an invincible man. 

INDIANA JONES 

Amiga, ST 

Type SILL YN AM on the high-score 
table for continuous credits . Type 
JEHOVA when the title screen comes 
up. The border will flash grey lo 
acknowledge the cheat, then '2' will 
advance you through the flash points, 
L' will move you lo the next scene and 
T supplies you with an icon. 

INSANITY FIGHT 

Amiga 

Hold down the Iwo mouse buttons, 
'Fire' and L' to advance a slage 

INTERPHASE 

Amiga, ST 

During the game type "Fenny' (with 
Caps Lock on the F), then the left 
mouse button will cycle through the 
objects, the right mouse button will 
enlarge objects and both will take you 
back to the game. 

IMPOSSAMOLE 

Amiga 

Gel into the high-score table and type 
these codes instead of your name: 
HIENZ - for 1hree full power bars, 
OUCHOUCH - to walk on water elc, 
COMMANDO - for no time limitation on 
weapons, 

JUGGLERS - see lor yourself, 
annfrank lo restore energy, 
LUMBERJACK to give you a double- 
size energy bar. 

KARATE KID II 

Amiga, ST 

Press 'P' lo skip levels. 

KID GLOVES 

Amiga 

Pause the game and type in RHIAN- 
NON. 'F6' will then lake you back to 
the shop. F8 will give you loads of 
money and F9' will toggle 
invulnerabilily. 

KLAX 

Amiga 

While playing, press 'Space' and '4' to 
warp to the LA Stage. 


LAST DUEL 

Amiga, ST 

Stan the game, pause with "F9\ then 
hold down "Help', 'Left Shift' and T. 
Unpause and the Funclion keys will 
lake you through the levels, F& gives 
you live lives. 

LEATHERNECK 

Amiga, ST 

During Ihe game lype CUTHBERT- 
NECK. then press 'F3' for immunity. 

LED STORM 

Amiga, ST 

Type DAVID BROADHURST WANTS 
TO CHEAT for infinite lives. On the 
Amiga put one extra space between the 
second and third word. 

MENACE 

Amiga, ST 

Type X R3iTUR BONUTTERBAST ARD 
at some point during the game. 

MICKEY MOUSE 

Amiga, ST 

During the game type 6l3i>688. F2' will 
then open the sub-game, F3 will fighl 
ihe witch and 'F4 1 obtains the gun. 

MONTY PYTHON 

Amiga, ST 

Type SEMPRINI on Ihe higtuscore 
lable to start on the level you died on. 

NEBULUS 

Amiga, ST 

Typo HELL Ol AM J MP on the title 
screen. 'F1'-'F10' will now leap-lrog 
you through the levels. 

NEW ZEALAND STORY 

Amiga, ST 

On (he title screen, press Del' then M' 
then 'Del' then M\ Then type FLUFFY 
KIWIS. 

NINJA WARRIORS 

Amiga 

'During ihe game press Caps Lock' 
and lype in one of the following codes. 
Then press Caps Lock' again 
MONTY PYTHON 
SKIPPY 

A SMALL STEP FOR A MAN 
THE TERMINATOR 
STEVEN AUSTIN 

OLYMPIC CHALLENGE 

Amiga, ST 

Type HINGSEN.J then a Function key 
to selecl any event. 
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AS A 
SPECIAL 
treat to 
Bitmap 
fans 
everywhere, 
the boys 
present 
their own 
personal 
guides to 
their two 
most recent 
hits 
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IN THE GYM 

Building a powerful team is only a matter of getting your 
priorities right. Firstly, buy attributes for the whole learn in 
this order: Attack, Power and then Speed. After these the 
next in line are Defence, Stamina, Aggression and 
Intelligence. 

When buying for specific positions, use the following 
guide: Defenders need extra Throwing and Attack skills; 
Midfielders need those two and extra Defence; Attackers 
are at their best when topped up with Defence. Stamina, 
Speed and Intelligence skills. 

Individual Players also need specific attributes. The 
Goalie needs high levels Intelligence, Attack, Defence and 
Throwing, whiletheCentre Forward isat hismost effective 
wit h ext ra I ntel lig e nee. Speed and Stam i n a (as th ey g et i nto 
lots of tackles and need to recuperate quickly). 

PLAYING THE MATCH 

It's a good idea to go for the Score Multiplier as quickly as 
possible, as this will multiply the points awarded not only 
for scoring goals, but also for injuring players, bonuses and 


Game designer and Chief Poseur, Eric Matthews, 
shows the way to making the greatest gain for the 
least pain in Image Works' futuristic ball game 



possible, as tnis will muitipty tne points awarded not only 

hitS ■ ■ ■ for scoring goals, but also for injuring players, bonuses and |^^^^^* ^^^^ ^^^^ 

^ Speed ball 

m ^\ J T f^^^B so on - ^ e careful though, when playing against teams of 

™ - — - *W 1 „. high intelligence as they will attempt to lake Ihe ball from ^^^^ 

* Ok /^fli j^^m. \ you to use the multiplier for themselves, 

■ '^M ^ J^^l l * m'' t V ou ree ' confident enough, go for the Lethal Bounce ^^^Mf 


1 if 


■I 


so on. Be careful though, when playing against teams of 
high intelligence as they will attempt to lake Ihe ball from 
you to use the multiplier for themselves. 

If you feel confident enough, go for the Lethal Bounce 
effect - once again though, be careful, as the opposition 
will endeavour to part you from the ball and use it against 
you. This effect is at its most effective when the pldyfield is 
multiplied, as the ball will tackle more players - it's not 
really worth going for otherwise. 


The final two parts of level three 
involve finding an Enchant Liquid Spell 
and a Chalice. The spell turns all 
previously assembled ingredients into 
a potion, while the chalice allows you 
to take the potion to the ghost of the 
King. 

The King should have given you a key 
when you dropped the White Powders 
onto the Font: this key opens the way 
to the diplomats' quarters. With the fall 
of the Wulf empire, the ambassadors 
from its various provinces fled leaving 
many possessions behind therm 
1 J From the King go East then South and 
insert the key into the keyhole, 

2) Go East, get the small key then go 
East again , 

3) Go North, kill t h g spider, climbonthe 
barrels and search the shield to find a 
small key. Wait until the holeon Ihe wall 
fires a ram's skull Ihen collect it. Climb 
the stairs to the room above. 

4) Get the wand hidden between the 
chest end the stone block. Open the 
chest, get the spell, the casket and the 
bottle. 

5 1 Dis pei th e t ra p o n the ca sket a nd open 
it to get a large key. Drop the red fish 
casket (a red herring — geddit?]. Open 
the casket ma rked Si n g u Ten i e I Vitreng 
and get the Read Magic spell. 
61 Cast Read Magic on the unknown 
spell (hen go clown and South. Use the 
large grey key in the keyhole and go 
East. 

7) Drag the chest West., onto the 


Cadaver 

As promised last month, here's a way through the 
second half of level three, courtesy of all three 
ghoulish game designers. 



platform upstairs. Pull the lever and 

wait ■until the platform returns before 

pulling it again and jumping onto the 

platform as it rises, 

B) Get the wand from underneath the 

armour. Get the coins and search ihe 

pillow to get the casket. 

9] Cast the Unlock Chest spell on the 

large chest, then get the key, the cash 

and the holy symbol. 

10) Drop down through the bole and 
place the wand marked Laguna on the 
far right stone block, Place the wand 
marker! Durrigan on the tar left stone 
block. Go West then South. 

11) Drop the caskat with the image of 
the key on it, then open it. Insert the 
heavy brass keythenopen the casket to 
get the large iron key. Insert the key into 
the keyhole and go South. 

12) Press the button to select the first 
platform, pull the lever to set it moving 
and pull itagaintostop it, positioning il 
to form a step leading to the West of Ihe 
room. Press Ihe button again to select 
the next platform and repeat the 
process, constructing a staircase 


leading to the room above. Once 
finished, go up. 

13) Read the book, get the lever, drop 
the holy symbol onto the stone block, 
get the wand and the casket, open the 
chest to get two spells and go 
downstairs. 

14) Cast Read Language on the black 
book then get and read it. Go North. 

15) Cast the Massacre spell to kill the 
gargoyle, collect the small key and 
(optional) kill the other gargoyle. Go 
South, 

16) Open the chest and get the Giant 
Jump potion. Go North. 

17) Insert the handle into the far right 
slot and pull it. Go North then East. 

18) Drop the wand marked Matil onto 
the centre stone block and a casket will 
drop from the ceiling. Cast Dispel Trap 
on it and get t h e I a rge key i n si de. G et th e 
three wands from the stone blocks and 
go West, South and East, 

19} Drop the bag of stones for other 
large item) then drink the Giant Jump 
potion. Jump on the bag then onto the 
wooden platform, pull the lever then 


Wm 
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Only collect the bonus stars only when you Yeonthe way 
up the pitch, heading towards the opposition's goal. 

Money, on the other hand, is really important in all 
matches, so concentrate on collecting it until it stops 
appearing there's only so much dough allocated to each 
match). 

When in a close draw situation, aim to hit the Bounce 
Domes - especially when there is very little time left in the 
match - as this is relatively easy to do, compared with 
scoring a goal, and could easily win you the match. 
Alternatively, picking up a star could do the trick. 

Yo u r r kee pe r w i 1 1 a I ways bl ock t h e ba I I, so do n r t m ove h i m 
\intil he's on-screen and nearest to the ball. Always use 
swerve shots against your opponent's goalie, as this tends 
to confuse him. 

THE CUP 

This option is very difficult, and should only be tackled by 
seasoned players. Money is crucial here, as you may come 
up against a Division One team by the third round and will 
have to get your stats up to somewhere near theirs, 

THE LEAGUE 

Theoldsporting adage "It's notwhetharyou win or lose, it's 
how much you win by that counts" comes into effect here, 
as your League position is defined, not only by winning, but 
by how many points you score during the matches, 
therefore, make surf* that you pick up all available bonuses 
Aherevar possible, as one extra point could make the 
■ -'erence between First Division glamour or Second 
Division squalor. 

KNOCKOUT 

Money is crucial here, so collect as much as possible during 
each match as you'll have to increase your attn butes to the 


V 





level of the opponenis. These attributes increase by about 
one overall level from team to team. 

MANAGER 

This is a very different game to the normal match. Although 
theactualgam epl ay i s ve ry m u ch t h e sa m e , the attributes to 
which you allocate money for the team are very different. 
Intelligence is the most important attribute, followed by 
Attack and Power. Star playersare not necessary in Division 
Two, butthey're crucial in getting you to the top of the First. 

Incidentally, il's bettor to be drawn against the top learns 
in the first couple of weeks of Division Two. Save your 
money in these matches, as the opposition will probably 
injure most of your players. Instead, keep your money until 
you can use it against the weaker teams. 

IN GENERAL 

TOKENS 

The best tokens to go for are: Freeze Team, Shield, 
Transport Ball and Boost Stats, inthat order. Don't ever pick 
up the Manic token unless you're very sure of your own 
abilities, as this boosts both teams statistics to maximum 
for 10 seconds and is usually more to the computer's 
advantage than your own. One useful trick is, when the 
opposition has electrified the ball, use the Grab token to 
gain possession. 

STAR PLAYERS 

When you J re in Division Two, buy the best Star Forward that 
you can - making sure that he has a high Speed rating - and 
concentrate on getting the ball to him. Next, buy the best 
Midfielder and Defender (or Goalie! that you can - this 
results in a good balanced team from early on. 


drop down. 

20) Use your judgment to climb the 
staircase to the corridor above. Insert 
the key into the keyhole and go West, 

21 ) Drop the black book down the hole 
by the black stone r dropthe green bottle 
down the hole by the green stone, drop 
the red casket down the hole by the red 
stone, drop the ram's skull down the 
hole by the yellow stone and get the 
Enchant Liquid spell which duly 
appears. 

221 Go East, down. West, North and 
West. Unlock the door using the wand 
and go West, "North and West. 
23} Cast Enchant Liquid on the font. 

You will now be given the key to the 
guard's barracks. This section is 
heavily populated by monsters and 
though the puzzles are not too difficult, 
it is very dangerous. In order to serve 
the finished potion to the King it's 
necessary to recover the ancient 
chalice of the Wulfs (this can be found 
at the end of this section), With that 
complete, the King should allow you to 
go on to level four 

24) Collect the key and go West, Insert 
the key into the keyhole and go West 
twice. 

25) Kill lower goblin with a weapon. 
Avoid the rocks of the upper goblin and 
go North. 

261 Kill both gargoyles and get the key 
from behind the wooden board. Pullthe 


lever and go South then East, 

271 Insert the key into the keyhole and 

go East twice, North twice, West then 

South, 

2B) Climb the stairs and kill the goblin, 
avoiding the rocks from the others. Get 
key and insert it into the keyhole. Go 
West. 

291 Get both keys and kill both 
gargoyles. Go West. 

30) Insert the gold keys into the correct 
keyholes- Avoid death and kill the 
volcanoes. Go North. 

3 1 ) Sea rch the pi 1 1 o w r g et the key a n d g o 
South. 

32) Dispel the trap on the chest and 
open it to get the orb and the wand 
331 Cast Poltergeist spell three times 
and go North, East and South, 

34) Get the key from the centre of the 
room, insert the key into the keyhole 
and go East, South, East, East, East, 
North, East, East, East, East, East, 
North. West, West and North. 
351 You should now be in the Northwest 
comer of the Royal Maze. Open the 
chest (it was moved by the Poltergeist 
■poll). 

36) Ge« the chalice and return to the 

King (use the map, aboveh 

371 Drop it onto the font and give the full 

Chalice to the King, Get the key and go 

North. 

3B) Drop through the pit in the centre of 
the room and go South then West. 
Insert the key into the keyhole and go 
West. 


39) Climb the 
stairs to level 
four. 

YOU'RE MORE 
THAN halfway 
through now, 
adventure fans. 
So tune in next 
month for the Bit- 
maps' stroll 
through Level 
Four, 
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Loom 

Paul Presley weaves his 
way through Lucasf Urn's 
animated story. But first, 
the story so far... 



Bobbin Threadbare, abandoned on Loom Island, 
had witnessed Ihe kidnaping of his entire village, 
the Guild ol Weavers. Having learned of an evil 
chaos spreading across Ihe Loom (Ihe centre ot 
all magical power in the Universe), Bobbin, with 
the help of his tester-mother, Dame Helchel, and 
the Elder's magical distaff, set out to find the 
missing villagers and stop the chaos. Travelling 
away Irom the safety of the island, ha made his 
way to the mainland only to be swiftly confronted 
by a group of shepherds, insisting he prove 
himself lo be a powerful wizard. 
Try as ha might, Bobbin failed to weave 
anything constructive around ihe shepherds 
and so, to their scorn, he backed away, 
making his way along a path that led 
towards the marvellous crystal towers he hod 
seen earlier [figure 1). Cautiously, for his 
sheltered upbringing had made him wary of 
strangers, he entered the nearest building at 
the foot of the cliff. 

The building look Bobbin's breath away - 
never had he seen such beauty in something 
so green, the room contained many stairs 
qnd ledges and a small chalice on a 
pedestal.,, but there was no visible way of 
reaching It (figure 2)+ Nearby, a small 
chamber with a bell attracted Bobbin's 
curiosity and without a thought about the 
consequences he stepped in and rang it* 
Suddenly there was a flash of light and he 
appeared in a similar chamber an the other 
side of the building, in front of Ihe chalice. 
Just as he started towards it, someone 
approached. 

Master Goodmold turned out not to be such 
a bad chap, despite his lectures' an the city 
and its history. Once finished. Bobbin passed 
through info a smaller room filled with 
gravestones and then out inlo Ihe main city 
itself. Atop a tower he could see someone 
working and thanks lo the glossy walls he 
could make out someone talking inside. Still 
wary of strangers, Bobbin cast the 
shepherd's Invisibility spell an the workers. 

Unsure whether ihe Invisibility spell 
worked. Bobbin ducked underneath a ledge 
while trying to listen to the conversation 
between Mailer Goodmold and a man called 
Bishop Mandible (figure 3). The sphere 
sounded interesting, so, once they had gone, 
he made his way towards yet another of the 
crystal 'teleportatian' chambers and rang the 
bell, expecting to appear next to the sphere. 

However, instead of appearing next the 
sphere, Bobbin found himself at the top of 
tower right In front of the workers he'd seen 
outside. They were polishing and sharpening 
a large scythe and didn't seem lo notice 
Bobbin's arrival. Of course - he was invisible! 
Stopping to listen to the Sharpening draft 
from the scythe, he made his way to the other 
side of the tower and rang the bell. 

Bobbin appeared back in the room with the 
mysterious sphere, this time much closer to it 
As he gazed into it (figure 4), it seemed la 
draw power from the distaff and started to 
show an image. It was Bobbin, casting a spell 
and scaring the shepherds, He quickly made 
a note of the draft just as the sphere played 
another scene, this time of a fire in a cava. 
This meant nothing to him but the third and 
final image left him dumbstruck, the swan.., 

Bobbin quickly made his way back to the 
fores l„ his mind set on scaring ihe living 
daylights out of the shepherds. Remembering 
ihe spell cast In the sphere's scene was easy - 
and the effect it had on the real shepherds 
was as terrifying far them as it was fun for 
Bobbin. Leaving the city behind, he made his 
way further into the forest and came across 
some sheep and their sleeping protector. 
Bobbin made note of the Sleeping draft 
before continuing. 


SHOPT 


.on Francis from Stockport ain't afraid of no ghost 
- and to prove it he's supplied a cheat to provide 
infinite energy. To achieve this, simply hold down 
Alt, Ctrl, S and U when the Activision logo appears 
then press Fire. This also stops the cable breaking 
on level One. 


Remember, don't get therm wet, don't expose them 
to sunlight and don't sing New York, New York to 
them after midnight. Torn Stovey from Margate did, 
but found that typing SINATRA on the high score 
table gave him infinite lives. 


If Ocean's metallic lawman ii causing you grief, 
then, at the appearance of the boding screen, type 
SERIAL INTERFACE (including the space) and press 
F9 to replenish energy and Fl 0 to skip a level. 
Thonk Nik Jaoven of Holland for his cooperation. 


MUTANT HERO 


l ' ^1 l m3nii_ 

David Higgins from Aberdeen provides help for all 
prospective heroes in half shells. When prompted 
for the four-figure access code type 8859 r then 
1 506 and finally the correct code from the manual, 
Now, pressing help will replenish energy for all ST 
and Amiga Turtles. 



jf Infogrames' 3D bat and ball game is driving yau 
round the bend, then make UV6 ot the codes 
provided by Luton's Simon Vine for the first 10 
levels- 


1 0000 

2 5400 
3-0101 

4 - 3901 

5 - 2602 


6-9902 

7 - 4303 

8 ■ 9003 

9 6904 
10-3305 


Things have got to change around these parts - 
The One gets hundreds of tips sent by willing 
readers each week, but we want this to stop. We 
want thousands I If you've discovered a cheat, hint 
or tip for ony game (old or new) then send it to 
Cheats r The One, 30-32 Petri ng don Lane, 
London EC1 R 3AU or fax them on (071 ) 490 
1094/5, Remember, anything we use will be 
rewarded with a free piece of software for your 
machine, so state what type you own along with 
your name and address. 


it- -rtfc-r T 


- 




Si m 



C Commodore 


Commodore A500 
Flight Of Fantasy 
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A500 BATMAN PACK 

f 



T(*e Com mod i>* A.M3D Baiman Pach mgsi 
Su»e>V a* on* al 1he rraai popular rrm 
puler paos BVfir 1 Ttia pa.K ^flalurfr* Ihe 
Commodore Arnica 4M computer *"+. 
moui« eonlralMr and TV muMMor plus 
Igyr top #grrwarn lilies. The E.iyttw»r« irt- 
Salman 'he Mown? H >1 !'inr.r ji"> 
Cay d irw mnnihfl |Oker. in Ocean's top 
taaWig Mte baaed on ihe woclujustor Bat- 

- N*w Zealand Story high qua 
to OQIMfMm OJ Dw iMdmg arcade game. 
Hm^M' ■ Ooghghl with 1wii F-1C S n 
• niffl .iiM Pnn1 

• - W Ovatty */r<iga graphics package 
M^ti *■* m mfidvd tor others Id 1d>Ow 

!Wr- MuBVl tor klrttwr CTHlBHlB 


PACK INCLUDES: 

A5DU Computer A Mouse ESM.M 
M20 TV Modulator 
Batman The Movie £24.*5 
New Zealand Star? E2*-45 
Interceptor £2435 
□time Paint II Ejgjg 
TOTAL ffflP; E549.7B 
LeiS PdCfi Saving. £15Q7B 


PACK PRICE: E3WJC 


AMIGA 2000 



Fu' Ihe mnrfl sarttua or pftrtflswonal apphca- 
nnrs i.J.nr. CanirTioaQr? have a seleciinn gl 
sywrjms banted around m» upandabls A™g» 
TOW, at OttoM rrom tliS^WT. The APOOO 
Injures a full IWtJ-flAM (mpalKlfltlla *) SWb| 
& system ftnoansipn slots, plus IflM cam- 
patib.iil> >nh Ihe ,.s,n al PC-* I :v -'C AT 
bridgebcards -C-nmplcie and rB*uan *a 
coupon. OuTling, alkrk 
in the A2O00 ftfu. \ir 
details Of A2000 cam- _ 
puier BySlems tuaaas 


£1295 


FLIGHT OF FANTASY 


Fbght Of FaMuy «l ** ««T iBtoU Amiga SOO pack tram Commodce. 
<<i,vu' iu BRAND NEW 30lr»are rMius, » mate If is tha mcetl Spec- 
tacular A500 pack c<«r' The pack In-alurM Ihe Amiga &<» computer 
wrlh mOu« ■CDfitrQllfti and TV modulator. dS as lour IPp 90ft1*aie 
lities These include rjn« tollDwing 


Th» itgh quDny gmn'tsi ama/am rh# 

Ml (IvnOlia 10' OttHjr tit 
tKtun Drtrn Pwu II inifedvi 
pp*fli J j lu jlB WXJlI lh«l tri'tjj 

uul Eh* VI III t ", C'ftHJ 11* 


« «3«n<* 4cran storr >iih eomtc 
eco4,.«vi«gi4phie* Our h«roat-Ak« 

frr. t'.uiM tit OH IhB I'lurm* K nMCU 
HU">4n* mha bs«r, ca^niv! 
by II- RDOOi Unniln iii-fl rarao O 
[TO** an Ruoa *rn,' to WSTftCT 
EARTH' jBi" ind Qui* llO" 11*1 «»V 

DVaugri hoohk f M mbcaj » halp 

IhD Hijmara MCipfl 


3t0 Ml V(V nuft UVOai (XKilM 

ihr-TwuiLi . li- t':— -ff j "* -Aa^r 
tt gc- -slang hcning fVo<Ti Ihv ic*anri 
ol Pdh la Mannar iHnri. grOu -will an 
eoonBK Dc* hirriiBf, Mia>r>s inwKik 
atrial eornhil mKhirw* rnKhaNcat 
MMii#mi. ihy 1ormdab>e i?"' _ ¥» 
bqarid rrjitinif F-iialtf ■mir'th* 

*nylrl nl ilnikiidti a^ l|9 


MlliilMii I \Wm 

Th* ubruM- r tagni j»-iibit<M-i nir, a cIhk* 
al wi »r-;r*ii and four battkt nrT.nnn™-ii 

wilh d&Jtfla Ol dMininl lfc.lt.il TIIEdE 

Aaritic^inba uttaQK bvb">ay la»nM> 
n™ tyeuna bawd bona* *aaaoifle ibi^to 
1hc up- lH laaiwiM is endifBi- R»» am* 
<ockpn 3-5pijyB neiuang 'iru* ratfv 
trhnnua iht r«al4i>c Mwi nl ma lAinning 
awaaMlM 

PACK INCLUPESi 

AMr>CampuL*r*Mow*e £399.99 
TV Modulator E2I. «9 
Mluxa Paint II t*Wi> 
t sea pi' Rabo: Mofiften £19.99 
FUhaVW raltnda C24.M 
F29 nuahalar C?4»5 


TOTAL flflP: 
PACK PRICE: f 3,94.00 



FOR FURTHER DETAILS OF THE AMIGA 
RANGE, COMPLETE THE COUPON AND 
RETURN IT TO SILICA SHOP _ 
THE UK'S No1 AMIGA SPECIALISTS 


SILICA SHOP OFFER YOU 


Ff^EE 0MMIMMT llHWMEH DSJVEttr: On all r»ard*ara o*KJ"r S shifHoed in in« UK 
TECHNICAL SUPPOAT HEL«L«C. T*ami o* Amiga lechnical experts at yaw ~e 
Pfl^CE •rATCrf Wb normally m»u£n con*pwtitori on a 'Same producl - S»rno pr»ce" basis 
ESTABLISHED 12 YEARS Provan Iracli r *CWd in prataKion-ai to»np*iief ^Qlas 
CJjir TJJftrVOVM twrth 60 stiff) SolK* and reUDla with maintained growth 
BUStHESSyECHJCATM>l*.-'QWEfiHJ*£i*T Voiym* discounts avaHabi* ter larg* ordera- 
SHOWROOMS- De*non»iration and training iKtMiH al our London & Sidcup bfar»tf»ft$. 
THE FULL STOCK RAW&- All of you* Amiga requir*m«rfl$ Ircwn one fluppli*r 
FREE CATALOGUES Win be mailed to you with ofler* and sottwarcJperipher&l delBils. 
payment By -cash cheque aoa all maior tred.i cares 

CW£N7 PAVWervr TeflM5- Snx;a a-'* licensee; credit bnjktrs - return coupon tor detaila- 
LhH*i* y«M dacid* **iar tn buy -fix,' r ift* Arn.pi con-cuiar » s^goast yau 1run« v*r-, ««nariully about WHERE 
M vuy t Cenwlar *ha1 il wm m lik* * t»* mnrths aiier cvyrtfl /flvr Ampga. whan jftj may rncui<» adOtciHi 
Pfiurania. y «Qin*aw», or HHpand e*nee *>tn ^onr no* pu'Chaaa A/wJ wi» rna oampany jrOu bi.y (rom coilacl 
«au wi»> deMil» Of r*« pradL^cw? Al Sue* Shop, *» ansun- mil you ">ll ha^a nothing to wOny eboui & hca h*>o 
s**n Bslab ii-^vi 'o- c«ar "Z yaars and n*ia innm lurmjrtr i>l 113 ?nil'^ W:h o-j> ur-ivrtiwo «iflarmnce 
irj iKp*-t'»- »* «*n mha ttarni to rr*oi ou , Ci^thsmar* r*quirBme-ns * ^ a» jntjoralarj.ng wTiK-m i vacond 
a> norw. But te" ' \v» iBka oty ward tor * Complata< and rattim 

COupgn row It' 0V IJIMI Fiflt Wll Jif H'liT frii^ir, 13 B' 

aruia the "Siiice Shoe S*rvica" 


mil ORDER: 1-d TOfi Me*V5. HatNurh-, i: teM D*U JOK Tel HHI HIM IIM 

LONDON SHOP S2 Tatter-hairi CcniH Road, LtKldLvn. W1P DBft I- ' |! 1 " 

^ "™ Man S.I =. r«m.„ acvvn i ^ wghi Thu^ Sf-n • * 

SIDCUP 5H0P- V* The MBWS. HalhRrley Ril. Sidwp. Kent. DAH *L»C 

BUSlMESS/ECMJCATlOh: 1-4 The Mev« rialharWry Ad, &dcup. Kwl. iDX M m« OW 

Onl*i L*-« Cpfln Ltai^r, flflfjam aPOpm 


Clnjflri nil R<HJ-a*(l 


Iff I: HBI 3J03 *Sn 

a< Kk> »I 3WW'I 


RETURN THE COUPON NOW PGR 

FREE BROCHURES 


SILICA 
SHOP 


bkal 


ilJ HHWil' ll lH' li i i ' i h illi ll' i.li ft'M i 

| AddreBS' - '*•*■ """ | 

| Postcode; ^ 

I Which computes), ir any, cto ywu 0*n* ^20Q Q^J 

"™ ."^F ^!!SSli C ;^?ir i -uT!Scii?!rir=>Hi^ i>«l»™ f ,inl-.^«iHyi™™ll»flH"n-a!*1 
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NEXT MONTH 

An exclusive denno of the forthcoming Image Works stunner. 


BRAT! 


By day - an angelic baby, by night — a 
demon toddler. Once darkness falls the 
streetwise Brat roams the world of his 
dreams looking for trouble. You could join 
him. 

Bratf is going to be one of the most 
addictive games of 1991, and you can grab 
yourself a sneak preview with our incredible 
playable demo. 

PLUS!!! 

SOMETHING WONDERFUL IS 
ABOUT TO HAPPEN 



The One, already the best 16-Bit games magazine, 
is about to get even better! 

Next month we'll tell you about the stunning 
transformation that's changing the face of your 
favourite mag. 


You'll never want to read any other games 
magazine again. 

Want to know more? Of course you do... Find 
out what's happening in the April Issue... 

You won't regret it 


The One - Issue 31, April 
1 991 ♦ On sale 28th March* 



II Is Uw 1 9120'*. Inspector Raoul Dusenticr has been 
invited m a dream crui$eJn the Mediterranean, aboard the 
superb 5* masted ship belonging to Circeh shipping 
magnate "Ulllos Karaboudjan. But no sooner has the cruise 
hf mm when FLaoul Is summoned to investiaate a 


• Features easv'to-use Cinema iiquc' w point -and -click 
operating system, now lumber refined to offer considerably 
move depth of uameptat-, 

• A wider range of actions is now possible. Including ttae option 
to ouestlon other character* In true Aoatba Christie »lylc. 


scandalous dime -the murder of his host Nlkloat lt J 9 now 
dp to Kaoul to throw some light on this sinister mystery — 
t here's a murderer on the loose and he could be prowling 
arnoncjLst the unsuspecting guests even now 


• PC version features 256 cofoHr* r Ad Lib and Roland 
son It support 

• C haiac ter si ic has been doubled for all versions of the game* 

• Amiga version features 32 colours. 




ig: 1991 ttnmirtE SOFT* AM. All rlffctft r#*rr>ed- 
CiBenjliqu« b J ItadeHUk of DctpfclBr Software- 
U.S. Gold Ltd, Lntt* 1< 3 Clifford W*> . tlolfora. ALraJ ogham B5 7 AV I el; 02 1 1 *> IMS- 
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THEIR EYES MET ACROSS THE LABORATORY.,, 
THE CHEMISTRY WAS INSTANTANEOUS! . 


|| 

J 


ENOUGH TO GET INTO 


JWHNDA'8 CLUB? 





144 levels of mind-boggling 
dsextcriLy and wr ist- wrench i nq 
ability stand between him 
and Member ship of the BIT 
BUSTER CLUB. 

Once he gets into the club 
he 1 !! get Into Metmda's heart 
and together they can integrate 
technology* 

• 144 exasperating levels, 

• Hordes of traps and nasties. 

• An exhilarating test of mental 
agility. 

• An exhausting exercise of 
dexterity, 

» 100% ADDLCTiVEr 


Snwn ihnlj Air <nihp inlrndcd tM iHHttrMlVF «* I'hr fwir 

, 'id Mil Cht KIHII r*P hlra h ""H cunaidci«bl> 
Iwtwffn dlfffliMl InrmaLi wi ipilMy tn<t *pp* ""•< * *nri iri 
+ub|*<l 1^ I hp fnmpul«r'i ipaeMtMiMd. 
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